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“and Albums at seat lean sa cap convenience, 
drug, discount, and fey. stores. ane 


) ey Mr Porat | ood @is a routine conor ef Hasbro, | nc. Used with per 
Lis reserved, Slinky! ® Bou © James Industries. See ‘N ane Si Mate: 


fter catching Ace Ventura: When 
Nature Calls at the local multiplex, we \ 


figured it was time for new ‘dos. The 
D.A. staff headed for the nearest 


heautd parlor; 


this is how some of us looked 
when we came out. 


The Pippi Longstocking ~ Terri 
“| just love Pippi’s pluck!” 


Private Eye x Amy D. 
“Now, with this camera hidden 


in my ‘do, | can snap candid 
with the blink of an eye. Smile!” 


he Captain Picard « Keri 


“So | said to the stylist, 
‘Make it so.’ ” 


oue,eH 


“Grandmother 
me to.” 


The Mr. Kotter « 


“The 70s were groovy, 
man.” 


NOW 10 BECOME A 
oe 


1 step one 


WIN A POWER RANGERS™ CARD HOLDER ALBUM. 
NO PURCHASE NECESSARY! 


The FIRST 10,000 Cardzillion™ 
fans who fill out the coupon 
below and mail it to Bandai 
America Incorporated, 12851 E. 
166th Street, Cerritos, CA 90703, 
Attention: Cardzillion Card Holder 
Dept., will receive a free Power 
Rangers Card Holder Album like 
the one pictured on the right. 


STEP TWO 


Go to your nearest 


i © 2g AUS 
ai put 25¢ in the 
Cardzillion Trading Card 
Machine. You'll own 
your first Cardzillion 
Trading Card! 


A suep FOUR 


Keep your eyes open for tons of brand new card 
series, like Masked Rider’, Sailor Moon™, and 
Dragon Ball™. 


Collect all 42 cards in each 
exciting new Card series, like 
the Power Rangers” Series1 & 
or the Power Rangers All-Star ae 
Series. Each series contains + 
awesome photos and facts. 
They also include rules for 
fun, new card games! 


Coming soon from Cardzillion Trading Cards! 


1. What new characters would you like to see featured on Cardzillion 


Trading Cards? 
. Name 


Address 


2. How much do you know about Cardziilion Trading Cards? City State Zip 
[] Never heard of [|Have heard aboutthem [Own some cards 


Age Male___ Female 


No purchase required. Offer expires January 31, 1996. Offer good only in the U.S.A. and APO/FPO addresses. Void where prohibited, taxed or otherwise restricted. Allow 6-8 weeks for delivery. All orders 
must include zip code for delivery. Not responsible for lost or misdirected mail, illegible, late, mutilated or incomplete mail. Entries postmarked after January 31, 1996 will not be honored. ™ and © 1995 Saban 
Entertainment, Inc. and Saban International N.V. MIGHTY MORPHIN POWER RANGERS, MASKED RIDER, and all logos, character names, and distinctive likenesses thereof are the exclusive property of 
Saban Entertainment, Inc. and Saban International N.V. All rights reserved. SAILOR MOON ©1995 NAOKO TAKEUCHI/KODANSHA, TOE! ANIMATION. All rights reserved. SAILOR MOON is a trademark of 
TOE! ANIMATION. Used under license. Cardzillion is a trademark of Bandai America Incorporated. © 1995 Bandai America Incorporated. Bandai is a registered trademark of Bandai America Incorporated. 
Distributed by Bandai America Incorporated 12851 East 166th Street, Cerritos, California 90703. DRAGON BALL ©1995 BIRD STUDIO/SHUEISHA, TOE! ANIMATION. Licensed by FUNimation Productions, 
Inc.™ All Rights Reserved. Dragon Ball and all logos, character names and distinctive likenesses thereof are trademarks of TOE! ANIMATION. 


Jungle Jim 


- Jim Carrey’s stylists 
and designers for 
Ace Ventura: When 
Nature Calls share 
their how-to hair 
_ tips and set 
secrets. 
Paece if 


~ rate Tales. 


+ Nature writer 

> Sy Montgomery 
tracks man-eating tigers— 
‘sand they track her! 
Passe <—Ss 


Merry Movie Magness 
Hochodey-move = AGB OF Ua 


atte cA naieas: _. An eerie piano lesson, a 
unst, Nieran Culkin haunting tune—this short 


and Kevin Bacon. : 
Plus, JT T’s scrapbook SE So Ses 
from Tom @ Huck. 


pate 2S ae aa 


1996 Junior Reporter Contest 


Enter for your big chance to be 
a D.A. staffer! 
Paee 1a 


S®eeeeeooea oe © eee 8 


LID Lode Your letters and kid pics 
payee GS 


DA BUZZ Info to go and things to know 
pase BS 


ichet Your guide to TV, movies, 
music and more pare is 


weird ver Ite More wacky facts 


RTE_UEL opssen 


pazye 4B 


Sports EXifa Sports shorts and 
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and start shredding ° 
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6 
Your letters, photos 


and comments. 
; 
@e@eeeee2e2ee2@ee9?s:se8e ee 


We. 3 have an iguana named Aussie. 
))) Once when | was working on 
the computer, | heard a thump! 
| looked over at the cage, 
and there was Aussie, 
hanging by his legs from 
the top of the cage with his 
arms swinging frantically. He 
looked so surprised! Finally 
>) he grabbed hold of a 
branch and got himself 
down. It was hilarious! 
A.J. STYPE, 14 
SOUTHOLD, NEw YORK 


em 

rip of 

~ TRWIK) fifth-grade 
teacher, Mr. Taylor, 
is the coolest! My 
class was on TV because he signed us up for 
weather school. We got to do science 
experiments for a weatherman—live! Then we 
went into a flight simulator in which we 
pretended to be the “Star Trek” crew. Finally, 
we had a huge water-balloon fight. Mr. Taylor 
soaked us to the bone! ee 
Tort Dickson, I | SHANE Woopwakrb, 9, 
WEsT VALLEY City, UTAH from GREENSBORO, 


NortTH CAROLINA, 
draws Darkwing! 


6 DISNEY ADVENTURES 


My name is Lynsey. I’m 10 years old. 
To me D.A. magazine is worth more than gold. 
Every day I patiently wait 

for you to arrive at my gate. 


Big Adventure always gives me a thrill. ; 
Comics keep me entertained when I’m home ill. 


The puzzles are fun and make me use my brain. : 
I don’t mind having to stay inside because of the Pail. 


Even my older brother, who thinks he’s so cool, : PrisciLLa Curry (left) and 
sneaks into my room to read you after school. CAMBRIDGE RIDLEY, both 


Thank you, thank you for being so grand. 12, from MELBOURNE, 


You really are the best magazine in the ‘Alc. _FLORIDA, get shaving- 
cream crazy. 


ce 


Clean Shave! 


LyNseY Harris, 10, Los Gatos, CALIFORNIA 


2 have been collecting D.A. for 
two years. | take my collection 
with me wherever | go. | made a 
carrying case out of a laundry 
detergent box by covering 


: 
a | A 
it with contact paper. It’s (> | 
° ° ° f Nel 
just the right size and “> 
has a handle. Ww ‘ 
JESSICA RINALDO, 9 a «& * 
STow, OHIO & 
— Uh 
e Sw 
> K, i ~ fe es 
5 ~(choo \ 


as Ls! Has anything weird yet true happened to you? Tell us! Send 
your weirdest true stories, along with your age and phone number, to Zip Code/ 
Weird Yet True, Disney ApvENTuRES, P.O. Box 861, New York, NY 10113-0861, or E-mail 
your letter to DAZip@AOL.COMI. All materials sent become the property of DiIsNEy 
ADVENTURES, and all rights thereto are transferred to Disney ADVENTURES. They may be 
reprinted without compensation or acknowledgment and cannot be returned. 
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a MELT CAN'T BE ALL THAT BAD LIVING IN... DISAPPOINTMENT CREEK, CO e HAZARDVILLE, CT 


1 ay 


Imfo to go and q-+---::- 
things to know! 


= POISON SPIDER CREEK 


Bey 


;) Awink can mean you’re 
just kidding: “I'll bet you’re an 
awful first baseman. ;)” Or 


that you’re sharing a secret: baggy clothes, dresses, 
“Know what | mean? ;)” Nike shorts long shirts 
and shirts 


10 You can be bored. 
“!O 2zzzZZZZZZ2ZZ22Z222.” 


Cet eee ee eee eee ee ee eee eer ee eeeeeeeeeeeees 


Or googly-eyed. 
“{8) | really think | like you.” 


» You can yell. 


Martin Lawrence Tom Cruise 


Cee ee ee eee eee eee ee eee ee eee eee eee eee eee 


“:O aaaaaahhhhhhhh!” football, 
Or cry a little tear. basketball, golf 
gor GS soccer 
6c iaiatnasee fe! . . 8 8}8=©£8.—.—2CCCCCeee 
“:-{ Professor, | think we’ve ie 
pizza Chinese food 


solved the case.” 


DESOLATION CANYON, UT e HURT, VA e DESTRUCTION ISLAND, WA @e CRUM, WV e 


e XL ‘NIVLYSONN @ XL’ASDIVAT @ NL‘“SUNGLYVM @ NL‘LINDIASIG ¢ GS DIZSYD ALSVN e@ 


8 DISNEY ADVENTURES 


e MURDERKILL RIVER, DE e PITTS, GA e MEANSVILLE, GA e TENSED, ID ¢ EMBARESS RIVER, IL @ 


6 D.A. thinks you 
> c should challenge“ your 
uiene to a game of Scrabble. Then, wien the 
opportunity arises, use words like “nutcase, ” 
“dweeb,” “dis” or “Yo!” As they protest—and 
ou know they will—smile.and hand them’a copy 
of The Official Scrabble Players Dictionary. 
When they see that those are just a few of the 
|,000 new entries, they'll be eating their words— 
letter by letter. 


Warrior Watt 


Next time someone asks you about the poH, 
you can tell them you'll check your tlhaq. 

The hottest thing out of the Neutral Zone is the 
ISlingon chronometer from Timex. 
You'll need to consult some Klingon 
translations—if you want to cher (set) 
the ghum (alarm), you'll have to activate 
the wlv (select) button to chu’/mev 
(start/stop) the timer. 

The chronometer has Klingon 
symbols around the edge and the 
Klingon logo on its face. It comes in 
an industrial black case with more 
buttons and dials than a Bird-of- 
Prey. Why do you think Worf is 
always on time? 


2 agus nee? 2 


2S. In case you haven't 
figured it out, poH is time 
and tlhag is chronometer. 


Do YOu 
have the 


Wd ‘OINVd @ Vd ‘S3d0H 
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LOWPOINT, IL e SCARVILLE, IA e BLANDVILLE, KY e CRUMMIES, KY ¢ MOODY, ME e ACCIDENT, 


ARP 

foo™ 

(ot Shop snip | 
{ndiaapo\is, | 


IN.’ 


i 


enn ttemar Paty ASP ECE TROES 


es 


“SNOV , 
CHAMPIONSHIPS © 
in BrecKenridg 

icon. 


aE EE YER [20 
| Rb | Water 


INNA @ AN ‘YSAIN IWWSIG ¢ LA DIVSd AZVYD @ OW ‘GNV1E e SW ‘SYSAIHS @ NW ‘YSANMOG e@ IW ‘YSAIN AYMASIN @ GW ‘OdVuo e GW 


2 
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en 


Marc Gilbar 
with Tom 
Hanks 


Te “nln EE as . 
Our staff ee 


We need 25 Junior Re Reporters to help us tell — 


D.A.’s senior editor, Sean 
Plottner, on a volcano 


_ readers what’s fot buzz. If yow’re (os ) 

chosen, you’ll get the chance to cover 

anything that’s crazy, kooky and kickin’ 
, for one year. (Look at what last year’s 
ms Junior Reporters did!) You'll also receive 
— aD.A Press Kit, including a camera, tape 
“";.. recorder, notebook, five pens and an 
®& unofficial D.A. Press Pass. _ 


To cule "fil out the application on the next : \ : 
page and ©OlTi!) C1 the following ASS ((rummen!: ce 


Rachel 

Farris at ee 
a kid’s conference — 
) at Disneyland Paris 


Create a newsletter (300 to 600 words long) containing three articles. 
(It can be typed, drawn, handwritten—whatever!) One article must be a 
five-question interview with a celebrity you’d 
like to see on the cover of D.A. (Of : 
course, just this once, you can make up ff 
the celeb’s answers!) The other two 
articles are up to you—a story on why 
you'd make the best Junior Reporter, a 
profile of your favorite musical group, an interview ah your bus driver, 
an explanation why you collect old socks—anything! 


a Alex Kamin (center) 
=> with Olympic 
we skater Brian 
) Boitano (right) and 
D.A.’s executive 
editor, Suzanne 
Harper (left) 


Remember: @ Your entry must be 
postmarked no later than January 18, 1996. 


® You have to be at least 7 years old but not 
_g~, More than 1/4 years old as of January 18, 1996. 
, @ Fill out the entry form completely! 
Lauren Char with Evan Axelbank with ie 
an adventurer “i y 


|) atthe Explorer’s 
Club Dinner 


Adam Kogeman 
with White Power 
Ranger Jason 
David Frank 


Turn for entry form 
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sescescescocoeseBe Entry Form We+sssesesseseees 


Name 

Address 

City State Zip Code 
Phone Number 

Birth Date: Month Day Year 


I did not have any help completing my Junior Reporter assignment. 
Your Signature 


One of your parents’ or guardians’ signatures on the line indicated helow. 


| am a parent or guardian of . | have read the Junior Reporter Contest Official 
(applicant) 
Rules, and | consent to participating in such contest. | agree that such rules 
(applicant) 
shall apply and be binding both with respect to the contest and Junior Reporter activities 


with which may be involved as a possible winner, including (but not limited to) 
(applicant) 
the rights of Disney Magazine Publishing, Inc. to (i) own all rights to all materials submitted 


by , and (ii) reproduce, publish, publicize and promote name, 
(applicant) (applicant’s) 
photographic likeness and/or submissions in connection with DisNEY ADVENTURES magazine. 


Parent Date 
‘Mail to: Disney Apventures/Junior Reporters, P.O. Box 864, New York, NY 10113-0864 


Official Rules 1.No purchase necessary. All entries must be postmarked by January 18, 1996, and mailed, 
postage prepaid, to Disney ADVENTURES/Junior Reporter Contest, P.O. Box 864, New York, NY 10113-0864. 
Staple the completed entry form, or a 3” x 5” card with your full name, address (including city, state, province, 
zip code or mail code), daytime phone number (with area code) and your date of birth, to the upper right 
corner of the first page of your entry. Mechanically reproduced entry forms are acceptable. Winners will be 
chosen by the editors of Disney ADVENTURES magazine on the basis of creativity and originality. The editors’ 
decisions are final. 2. Limit one entry per person and one prize per household. The contest is open to residents 
of the United States, including its territories and military installations, and Canada (except Quebec) who are, as 
of January 18, 1995, at least 7 years old but no more than I4 years old. Employees of Disney Magazine 
Publishing, Inc., its parent and affiliated companies, and the families of each are not eligible to enter this 
contest. All submissions become the property of Disney Magazine Publishing, Inc., may be published or 
otherwise used at the discretion of the editors without compensation or acknowledgment, and will not be 
returned. 3. Disney Magazine Publishing, Inc. is not responsible for lost, misdirected, illegible, or late entries or 
mail. 4. This contest is void in Quebec and where prohibited by law. All federal, state, provincial and local laws 
apply to this contest. Odds of winning depend on the number of eligible entries received and the quality of the 
entries. 5. The winners will be selected on or about March 5, 1996 and will be notified by mail on or about 
March 6, 1996. The return of any notification of prize award as undeliverable will result in disqualification and 
selection of an alternate winner. 6. Winners will be invited to submit articles to Disney ADVENTURES magazine 
for possible publication. All rights to such articles shall become the property of DisNeEY ADVENTURES magazine, 
including, but not limited to, the worldwide right for the full term of copyright to edit, publish in any media or 
not publish all or any parts of such articles and to use all or any parts of such articles in promotional materials 
for DisNEY ADVENTURES magazine. 7. The decision to publish or not to publish all or any parts of articles that are 
submitted will be made by the editors of Disney ADVENTURES magazine. The editors’ decisions shall be final. No 
compensation will be paid for articles. 8. No employment or other relationship than contest winner will exist 
between DisNEY ADVENTURES magazine and contest winners. Junior Reporters will have no authority to commit 
DisNEY ADVENTURES magazine, and applicants acknowledge that DisNEY ADVENTURES magazine will not be 
responsible for the actions of Junior Reporters or for any injury or other harm or damage that may occur by 
reason of any Junior Reporter undertaking a project or writing an article. 9. Winners will be required to submit 
a picture of themselves and to grant Disney Adventures magazine the same rights with respect to such picture 
as are granted for articles pursuant to paragraph 6 above. 10. For the names of winners (after March 6, 1996) 
and/or a copy of the contest rules, send a self-addressed, stamped envelope to Junior Reporter Contest/DISNEY 
Apventures, | 14 Fifth Avenue, New York, NY 10011-5690. Washington and Vermont residents need not 
submit stamped return envelopes. | 1. Prizes: Twenty-five (25) winners will receive a D.A. Press Kit containing 
(1) tape recorder, (1) camera, (1) notebook, (5) pens and (1) unofficial D.A. Press Pass (approx. retail value: 
$100). Each winner will be a D.A. Junior Reporter beginning May |, 1996, and ending May |, 1997. Winners will 
not be required to submit articles, but will be offered the opportunity to do so. All prizes will be awarded. 

12. Contest runs from December 12, 1995, through January 18, 1996. 
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eet 


Force-ful four: (from left) 
Luke Skywalker, Princess Leia, 
Chewbacca and Han Solo. 


Ever since the 
Star Wars trilogy : 
was first released : 


George Lucas. 
D.A.: Describe C-3PO 


D.A.: Are you two 
the only characters 
to remain constant / 
in all nine stories? 


around. Now, it’s been 
re-released so that 
another generation can 
experience the Force. 


D.A. recently had a C-3P0: Only 
chance to question the master George Lucas 
big screen’s coolest knows. 

droids ever, and we D.A.: What are you 
jumped at it! Check out made of? 


¢-3P0: Gold, of 
course! Well, if truth 
be known, fiberglass, 
vinyl, plastic and 
aluminum. 


what C-3PO had to say 
about life as a droid; his 
best pal, R2-D2 (Artoo); 
his master, Luke 
Skywalker; and their 


in 1977, it has : and R2-D2 in three words. 
been the hottest ©e3PO: Laurel and Hardy. : 
sci-fi flick 


q.-. 


Your 
Guide to 
TV, Movies, 
Music and 
rhAiore 


A Circuit-to-Circuit Chat With C-3P0 


@ mystical, magical creator, @ D.A.= Since you don’t 


: need oil like the Tin Man, 
: what is your rust proof 

> secret? 

: G«31P@s If you remember 
: the scene in Star Wars, | 

\ did take an oil bath— 
although | have to admit 
my joints still rust 
from time to time. 
+ Artoo rusts 

¥., occasionally, as 

‘, well. 


-D.A.: Who does 


| 4 your repair work? 
ie \4e" C-3O: Since we're 
in the employ of 
__ Princess Leia and 


: Luke Skywalker, 
the Rebel 


DISNEY ADVENTURES13 


technicians do all of 
our servicing. 


D.A.: How do 
temperature and the 
elements affect you? . 
C-3P0: Whilel 
complain about my "& 
joints freezing up, | 
R2-D2 fares 
better in 
extremes of 
temperature. He 
has survived the 
cold and heat in 
the vacuum of space 
attached to Luke’s X- 
Wing, the bitter cold of 
the planet Hoth, the 


gag) = 2 
Tom 


broiling heat of Tatooine, 
: with you! 


and even the swamps of 
Dagobah. 


D.A.: Why do R2-D2’s 
lights blink red and blue? 
©-3P90: They are status 
lights—it’s how Artoo 
shows his mood. Red is 
usually angry, blue is sad, 
and both blinking means 
he’s happy. 


D.A.: What is the 
average droid life span? 
c-3P0: | think I’m [12 
years old, and R2-D2 
has never told anyone 
his age. 

D.A.: What have you 
been doing between 
movies? 

©-3P0: Relaxing, taking 
vacations. 


D.A.: Why are you so 
loyal to Luke Skywalker? 
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— 
AB: 
SF ion 
off iit 
é 


> Wow 
: Bettexr 
: Watch 
: Punt. 

> Wow 

: Better 
: Wrot 
Pout. 
: Tim Allen 
: is coming to 
= town! Huh? 
: Well, Tim plays 

: Santa in the 

: hysterically jolly 

: movie, The 

: Santa Clause, 
now out on video. 
: D.A. has long 

: wondered: How 

: does Santa deliver 
: presents to 
: all the 

* houses in 


good care of us. He is 


the best master. 


D.A.: Rate Darth Vader 

on the villain scale. 
©-3P0: Ona scale 

7 @ of one to 10, with 
IB 10 being the 

toughest, he gets 

a 48. 


D.A.: If Darth 

— Vader, Ivan 

? Ooze and the 
Riddler decided to 


: duke it out, who would 
: walk away victorious? 


€¢-3P0: Vader, of course. = chocolate milk and 


cookies diet,” Tim says. 
: “Fat Fast. The opposite 


D.A.: May the Force be 


—Wendy Kalin 


@ ©-3P0: He takes very ® one night? And how 

: does he get into the 

: homes without 

: chimneys? Those 

: questions are answered 
: in the movie. We 

: grabbed Tim, who plays 
: Scott Calvin (notice, he 
: has the same initials as 

: Santa!), to answer some 
: others. Playing Santa did 
: wonders for Tim’s 

: figure, in a big way. 

: “In order to play Santa, 
: | gained more than 


100 pounds, basically 


: through a strict 


of Slim Fast. Put the 
weight on and keep 


=. it there.” And what 


did Tim think of 
his co-starring 
animatronic 
reindeer? 
“They’re 
not 
easy to 
fly,” he 
says. ‘‘It was 
really tricky, 
especially 
since Comet 
had a bad 
attitude.” 
We’ve heard 
that the two 
have made up 
and become 
deer 
friends! 


® December. Battles we 
: don’t want to miss 
include Robin vs. Jubilee, 


Have you ever 
wondered who’s 
stronger, the 


Hulk or Sub-Mariner vs. 
Superman? Aquaman and Elektra vs. 
Or who’s < 

faster, h, 

the Flash (% 


or Quicksilver? 
All these questions 
will be answered 


@ America, Wolverine vs. 


Lobo, and Wonder 
Woman vs. Storm. You 
can find ballots at your 
local comics shop and 
inside issue #1 of DC 
2 . Versus Marvel. 

4 Or you can 

: vote on-line 
through 
La 


A= 


this winter in 


DC Versus 4 @ 


Marvel s 
(or : Hulk vs. Superman— 
Marvel : a smashing matchup. 


Online on AOL. Also 
hitting the shelves this 
month is a stylin’ 

: 100-card DC Versus 
: Marvel/ Marvel 


Catwoman. But here’s 
the coolest part: The 
readers get to pick the 
winners of the five most 
titanic battles—Superman 
vs. The Incredible Hulk, 
Spider-Man vs. Superboy, : 
Batman vs. Captain 


ouaze Concert Connection 


Versus DC, whichever 
way you want to look at 
it.) The greatest heroes 
of both the Marvel and 
DC comics universes 
will clash in this four- 
issue miniseries, which 
hits the stands in 


Versus DC trading- 
card set with a ballot 
in each pack. 


Spinning 


Is it Gumby? 
No—it’s the 
Spin Doctors’ 
lead singer, Chris 
Barron. D.A. was front 
and center, jamming 
with the band at a New 
York City club to 
celebrate the five-year 
anniversary of the band’s 
_ first live album, “Up for 
Grabs.” Chris, in his 
bright-purple velvet suit 
and waaay retro silk 


with really long hair 
almost moshed us to 
death! We're lucky we 
made it out alive! 


shirt, struck poses and 
wiggled to tons of our 
favorite Spin Doctors 
songs, like “Two 
Princes” and “You 
Let Your Heart 
Go Too Fast.” We 
even got to preview 
some tracks on. the 
band’s upcoming _ 
album, out this _ 
year. It got really 
crazy up by the © 
stage—a giant man 
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Shhhhh! D.A. 
was invited to 
a surprise party for 
Lacey Chabert’s | 3th 
birthday. We grabbed a 
present (a special D.A. 
T-shirt!) and headed to 
the set of “‘Party of 
Five.” We waited verrrry 
quietly for Lacey (who 
plays Claudia) to come 
out of her trailer so we 


melting chocolate ice- 
cream cake. 

Finally, she arrived 
and was totally shocked 
when we all yelled 
“Surprise!” After 
we sang “Happy 
Birthday” —and Lacey 
and Scott Wolf (who 
plays Bailey) smeared 
cake all over each 
other’s faces—we ...- 
talked to Lacey about _ 
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could dig into her ™ 


being a teenager on 
and off TV. 


D.A.: Your ice cream 
fight with Scott was 
pretty funny. What’s the 
funniest thing that’s 
happened on the set? 
L..C.: One time the dog 
was supposed to lick 
me, but he wouldn't. So 
the trainer put anchovy 
oil in my hair and all 
over my face, but the 
dog still wouldn’t do it. | 
smelled like fish and had 
to wash my hair 10 © 
times to get the smell 
out—it was gross! 


D.A.: What happens to 
Claudia now that she’s a 
teenager, too? 


Party of four: (from lef) : 


Scott Wolf, Neve | 
Spee Lacey Chabert 
and Paula Devieg a 


seeseseseseneneseeeeseessessesnscessnscssssessnanenenseeeneneceseseneneneneseneeeneneees 


Partying With <Rantyonrive> 


L..G.: Claudia goes to 
junior high and finds a 
totally different world 
than she expected. 
She meets a bad 
influence and realizes 
her violin isn’t so cool 
in.junior high. 


D.A.:, What's the 
coolest thing about 
being a teenager? 
L.©.< Driving! | can’t 
wait. I'll probably have 
to sit on phone books 
to reach the pedals. | 


want a silver Mazda 


Miata when | turn 1|6. 


D.A.: What do you 
want for your birthday 
today? 

L.G.: Oh...everything! | 


actually wanted a Fossil 
watch, which | got this 


i. 


morning It’s really cool. 


—Kim Lockhart 


he fun begins the moment 
into Belle’s bookshop. 


VOU Step into 


l-New Series! 


ELE Ye Check Local TV Listings 
tor lime and Channel. 


BirlhJey. Jimbe 


Wy. know Jim Carrey’s getting some pretty Cool 


= birthday presents. He’s starring in a new movie, Ace 


Ventura: When Nature Calls, which takes 
Ace to Africa to find the SQC Ted animal 
TANASCOCE of the friendly Wachati tribe. And he’s 
got an animated Christmas special, “Reindeer Hunter,” 
in which Ace receives an urgent call for help 
from Santa Claus on Christmas Eve. “Reindeer Hunter” 
is the first episode of the new animated TV show 

“Ace Ventura: Pet Detective,” which begins in January 
(just in time for Jim’s birthday on January 17). 

D.A. wants to be just like Ace, but how? How 
does he get that major wave-action 
‘do? And those clothes! Of course, we wanted to 
talk to the master, but Jim was nowhere to be found. 


So we talked to everyone else about him. All 


righty then. 
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L. takes a special 


person to do Ace’s 
hair. After all, his 
hair is as famous as 
Dennis Rodman’s 
multicolored head or 
Bart Simpson’s soup- 
can-shaped cranium, and 
it must be done right. 
Pauletta Lewis, who's 
been doing hair for 24 years, is Jim’s 
chosen hair person. Not only did she 
style him for Ace, but she also designed 
his lovely locks on “In Living Color” 
and in Dumb and Dumber. D.A. had a 
lot of fun cutting up with her about 
the Ace-man’s hair. 


D.A.s How did you come up witly 

the design for Ace’s hair? 

P.L.s Jim came to me and said, “I 
want to look like a bird from the 
back.” So | went to pet stores to look 
at birds, and | checked out bird books. 
Then one night, | dreamed about the 
back of Ace’s hair. But in my dream, 
Ace didn’t turn around, so | didn’t 
know what the front looked like. | told 
Jim this, and then he drew a sketch of 
how he wanted the front. | said, “OK, 
that’s no problem.” We went for the 
film test, and the very first ’do | did 
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was it. And that’s how The Ace ’Do 
was done! 


D.A.s How do you do The Ace ’Do? 
P.b.s It takes one hour to do Jim’s 
hair. It’s all his own hair, and it’s in 
excellent condition. He has perfect 
hair. | use a curling iron, | 
tease it, and | comb it 
section by section. Jim 
knows The ’Do hair 
by hair, and if one 
hair is out of place, 
he knows it. It’s his 
little masterpiece. 


D.A.z What does 
Jim do when you're 
doing his hair? 

P.L.2 Sometimes he reads 
the script, sometimes he’s 
quiet, and sometimes he listens to 
music. Doing The Do is a serious 
thing. | have to concentrate, so it’s 
not like we’re talking all the time. 
But when | get to the front part— 
The Wave or The Peak—Jim stops 
everything. No matter what he’s 
doing, if he’s reading or talking to the 
director, he stops. He knows exactly 
where The Peak should be, and it’s 
gotta be in the perfect place. 


D.A.z Does Jim ever have a bad- 

hair day? 

P.L.z Oh, yes. If it gets wet, | have to 
do it over again, and The ’Do does not 
like to be done twice in one day. It’s 
like his hair says, “No, I’m tired.” 


D-.A.s If we were to touch The Wave, 
would it hurt? 

P.L.: No!'It looks like it should be 
stiff as a board, but it’s not. 


ee : » 
oon The YY. S The major peak rising 


ry 
2% from jim’s forehead is called The Wave. 

JD Pauletta says it stands 4 to 4 !/2 inches high! 
i She gave us tips for getting our own wave 


2 j action going: 


of. Use Deep Freeze 
a good hair spray, but not a 
cushion in the hair. lot-of it. 


f you succeed, 
2: Do alot of our hair, like 
“Back-combing.” Jim’s, will stay in 
place. According 
to Pauletta, Jim can 
fall on his head and 
his hair won’t move! 


irst, spray some 
air spray and mousse; 
that’ll give the hair a | —_—> 
little buildup, something — ~_ 
for you to work with. oOo ~ 


Acer 
Stul 


Si oscuine designer ESQ 
Zarmparelli. is the lucky duck 
who gets to dress Jim up as Ace. 
For Ace Ventura: When Nature Calls, 
she had fun expanding his style 
beyond his typical Hawaiian shirts 
and striped pants. 


D.A.z What looks did you create 

for this new Ace movie? 

E.@Z.s In the opening scene, he’s 
mountain climbing and he yodels. So | 
showed him sketches of lederhosen 
with very bright green-and-yellow 
embroidery, and a bright-yellow 
turtleneck. (I was going to use a bright- 
green turtleneck, but that was before 
Batman Forever came out. His Riddler 
costume was bright green, so | didn’t 
want to use it again.) | had him try on 
different kinds of lederhosen—for the 
look and feel of it—and he’d get into 
the Ace part, and do different poses. 
It’s a Swiss Alps look. Jim loved it. 


D.Acs Any other new Ace outfits we 
can look forward to? 

E.2Z.s For the Tibetan monk scene, | 
had to Ace-ify a monastery robe for 
Jim. | have the Hawaiian print on his 
monk collar, and he wears his boots, 
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of course. | also 
designed a 
Tibetan monk 
hat, with 

a tall crown. 


D-.Ass Since a lot 
of Ace’s clothes 
get destroyed in 
his movies, do 
you make more 
than one of each 
outfit? 

E.Z. Yes. | design the costumes, and 
then | hire a construction foreman 
who hires the crew. They make seven 
of each costume. Seven is a safe 
number when the movie has a lot of 
action. | need costumes for Ace, his 
stand-in, his stunt double, and so on. 


D.A.s What was your biggest 
challenge on this movie? 

E.Z.2 The biggest and most fun 
challenge was creating the look of the 
two tribes, the friendly tribe and the 
mean tribe. | had to make them 
realistic, yet unlike any real tribe, so 

| took elements from many different 
tribes. For the friendly or colorful 
tribe, | borrowed from the Masai and 
Samburu tribes. And for the mean or 
dark tribe, | used lots of bones and 
skeletons and animal skins. 


‘D.A.s Any new Ace or Jim sayings 
we can look forward to? 

E.2Z.s Jim’s classic line is “Spank you 
very much.” At the end of filming, 
he sent us all beautiful bathrobes 
with Ace Ventura embroidered on 
them anda note saying, “Spank you 
very much.” 


| Follow these steps and. 
add your ownideasto’ | 
ma ster the Ace look: 


hoose comfortable 
thes that enable you 
__ to move around a lot. @ 


oriented a 


7s: 


loose 
— 


ith 


underneath. ,° 


kind, not the cre 
American style.) 


Sim 
Us 


A... travels to Africa this time, yet 
Jim never left the States. D.A. wanted 
to know how the United States passed 
for exotic Africa, so we talked to the 
man who performed this magic act, 
production designer Stephen 
Lineweaver. 


D.Acs Where did you film Ace 
Ventura: When Nature Calls? 

S$. We chose South Carolina for 
the jungle scenes and Texas for the 
African village settings. South Carolina 
has heavy jungle foliage, and along the 
shore it looked like the natural jungle 
preserves of Africa. The more Kenya- 
like environment was in Texas. 


D.A.z How did Jim like your sets? 
S$.Les Jim climbed all over everything. 
It’s like building a giant jungle gym for 
Jim. Here’s how | got introduced to 
Jim: For a scene, | had to make giant 
orange fungi coming off a tree. Jim 
came and used the orange fungi 
like a giant snare-drum set, 
banging on my foam fungus like 
a real rock ’n’ roll set, with the 
Styrofoam flying everywhere! 
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le 


That’s when I realized | 
can’t build anything unless it 
can take the abuse from Jim. 


D.A.s What was your 
most challenging set design? 
$-Les Building the consulate 
interior so that animals can stampede 
through it. The opening shot of one 
scene is an elephant going through a 
brick wall, followed by tigers, eland, 
birds, monkeys, zebras. The set gets 
destroyed. We shot for about a week. 
We had to build multiple sets and each 
got destroyed. 


D.A.z Was it scary working with 
such big animals? 
S.L-: We rehearsed the stampede for 


-a long time and had different animals 


on different shifts. When you’ve got 

_ a 3,000-pound animal 

*%, On your set, some 

people worry 

about their lives. 
| was worried 
about my sets. 


% ‘ 


agg you 


S. now you know how to.do The 
Ace’*Do and ace Tne ACe Look. 
But here’s your chance to dress for Ace 
success beyond your wildest dreams. 


Wou could win one of J LT 
Carreu’s costumes 
from Ace Ventura: When 

Nature Calls! 


Oust fill out the entry blank below and 
put it in the mail by January 16, 1996. 


NAPE 
ADDRESS 


cITY 
PHONE NUPBER 


BIRTH DATE 


Y Mail to: | Ace Ventura™ Costume Sweepstakes 


DISNEY ADVENTURES 
P.O. Box 862 
New York, NY 10113-0862 


Official Rules 


No Purchase Necessary. Must be ages 7-14 to enter. 

1. On an official entry form or on a plain piece of 3" x 5" paper, hand print your complete name, address 
(including zip code), birth date and daytime telephone number (including area code). 2. Mail your completed 
entry to Ace Ventura™ Costume Sweepstakes/DISNEY ADVENTURES, P.O. Box 862, New York, NY 101 13- 
0862. Entries must be postmarked by January 16, 1996. Not responsible for lost, misdirected, illegible, or late 
entries or mail. Enter as often as you wish; limit one entry per envelope. No mechanically reproduced 

entries permitted. Entries become the property of Disney Magazine Publishing, Inc. and will not be returned. 
3. Winner will be selected in a random drawing on or about January 26, 1996, from all eligible entries received. 
4. Sweepstakes open to residents of the U.S. who, as of January 16, 1996, are ages 7-14. Employees of Disney 
Magazine Publishing, Inc., its parent and affiliated companies, its advertising and promotion agencies, and the 
families of each are not eligible. Void in Puerto Rico and where prohibited by law. All federal, state and local 
laws and regulations apply. The odds of winning depend upon the number of eligible entries received. 5. Prize 
winner will be notified by mail on or about January 26, 1996, and, within ten (10) days from the date of 
notification, the winner’s parents/legal guardian must execute and return an affidavit of eligibility/release or 
winner will be disqualified and an alternate winner will be selected. No substitution or transfer of prize 
permitted. All federal, state and local taxes on prizes are the sole responsibility of winner’s parent/legal 
guardian. Acceptance of prize offered constitutes permission to use winner’s name and/or likeness for 
advertising, trade purposes and promotional use without further compensation. The prize will be awarded. 

6. GRAND PRIZE: (1) One of Jim Carrey’s costumes from Ace Ventura: When Nature Calls (approx. retail 
value: $2,500) 7. For the name of winner, available after January 26, 1996, send a self-addressed, stamped 
envelope to DisNeY ADVENTURES/Ace Ventura™ Costume Sweepstakes Winner, | 14 Fifth Avenue, New York, 
NY 10011-5690. Washington and Vermont residents may omit postage. Promotion runs from December 12, 
1995 to January 16, 1996. 


™Morgan Creek Productions, Inc. 
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M2 ast month, we told 
you all about Toy 
Story, the amazing 
movie about Buzz 
Lightyear and 


in the computer- 
animated film. Woody, 
a pull-string cowboy, 
and Buzz, an awesome 
action figure, both want 
to be the top toy in 
Andy’s room. A bunch 
of sidekicks—including 
Mr. Potato Head, a 
gaggle of green army 
men and some funny- 
ase” 
L etre 
om LIL | Ws | bee 
noe 
Jeo o 8 


28 DISNEY ADVENTURES 


looking aliens— 


watch Woody and* 


Buzz. compete. © 
When Sid the iy 
kid | ent 2rs the 
picture, the toys’ 
whole world is 


turned upside down. 


D.A. loves Toy 
Story—in fact, we’re 
gonna go play with 
our Woody and 
Buzz toys right now. 
So bye-bye! 


Jungle 


a> .44... is 
burnin’ up with 
jungle fever! 
We're sooo0o 
excited about 
Ace 
Ventura: 
When 
Nature 
Calls— 
we're 
diggin’ 
that hair 
and those 
clothes—that we 
had to write lots 
about it. Wanna 
“ace” the golden 
look of the 
moment? Turn to 
page |8 and we'll 
show you how! 


FOTB, Part II delivers twice the fun: (from left) 
Steve Martin, George Newbern, Diane Keaton 
Kieran Culkin and Kimberly Williams. 


5 fl > .£.“4... expected Kieran 

LN p Culkin, 13, to be a quiet kid, 
probably because that’s how he’s 

nf all c acted in most of his roles—Father 


of the Bride and Only the Lonely. 
Ha—think again! When 
D.A. visited him at a 
secret location in 
Pasadena, California, on 
the set of his latest 
movie, Father of the 
Bride, Part Il, he wasn’t 
quiet at all. He was 
funny, talkative and 
totally entertaining— 
he does a killer Jan 
Brady impression! In 
FOTB, Part Il, Annie 
(Kimberly Williams) and 
Nina (Diane Keaton) are 
pregnant. Before D.A. 
caught a sneak preview 
—we laughed our brains out!—Kieran invited us to his 
trailer to chat during a break in filming. 
D.A.: Are you like your character, Matty? 

No. He’s Mr. On Schedule, Mr. Go To Sleep at 
10. I’m more like, when I’m hungry, | eat, and when I’m 
tired, | sleep. 
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Kevin’ acon 


S 
paced out as vs 
astronaut Jack’. abe 


Hers 
Swigert in th Wak > 


| summer blockbuster Apollo 13. N 
Kevin’s come back to earth in a big 
way: In Balto, he plays the voice of a 
dog! Kevin gives a good gruff, rough 
voice to Balto, a half- 
dog, half-wolf 
who risks his 


KK.C.: She’s really fur 
time, the director was ‘t 
her, and she kept saying, “OK, OK, 
OK, OK, OK.” | pointed that 
out to Diane, and then 
she said that | do 
the same thing. 


life to 
So we made a oes 
bet that she , 

Id have residents 
oe me of Nome, 
$10 if she said ane 
“OK” to me evin 

spoke to D.A. 


and | would have to 
pay her $10 if | said 
“OK” to her. 
D.A.: Who won? 
K.C.: Well, it was 
supposed to go through 
the end of the movie, 
but she was losing bad. 
By the end of the first 
day, she owed me 50 
bucks! The second day, 
she tried to trick me ae balere and 
into saying it by asking 1 = = Goma? thought it 
me how my family was, but | - : 


about his brief life 
as a dog in this animated 
tale based on a true story. 
D.A.: Why did you want 
to play the part of Balto? 
K.B.: | like to do different 
kinds of things as an 
actor—TV, 
film, stage— 
and I’d never 
done a voice 


said, “Fine,” and not “OK.” nee 
Then she said, “OK, Ill leave Avid Prnie big'doe 


you alone.” And | said, “You 
owe me another one. You 
owe me 60 bucks!” The next day, she 
came in, stuck the 60 bucks in my 
hand and said, “There! The deal’s off!” 
And she walked away. It was funny! 
Then | said, “OK, OK, OK, OK.” 
D.A.: What's been the best thing 
about making this movie? 

K.C.: [laughs] Winning my 60 bucks! 
30 DISNEY ADVENTURES 


lover. 

D.A.: Do you own a dog? 

K.B.: Yes, her name is Jane. She’s a 
mutt, part black lab. 

D.A.: Have you been around wolves? 
i«.B.; Near where | live, there used 
to be a wildlife sanctuary and they 
had an indoor/outdoor pen with two 
wolves. They needed to be exercised, 
so I'd put a long chain leash around 


Hot dogs in a cold climate. 


my waist and take them running 
through the woods. 
D.A.: Was that scary? 

At first, but then we got used 
to each other. 
D.A.: How would you describe 
Balto’s personality? 

Balto is similar to who 
| was when | was in my late 
teens. He’s cocky, sure of 
himself, and ready to go 
after everything. He’s a 
decent guy who wants 
to do the right thing. 
Sometimes he feels like a 
bit of an outcast. I’ve felt 
that at times in my life. 
D.A.: Did you do all 
your own dog noises 
or did they use real 
dogs and wolves? 


oe - nin 
ae hi 

a 
ed 


| did some dog noises—| did 
some howling!—but | don’t know if 
they'll use them. 

D.A.: Was it hard to howl? 

Nah, it was just like another 
Saturday night for me! 

D.A.: On the difficulty scale, how 
does this role compare to your role 
in Apollo 13? 

Well, Apollo 13 took me six 
months to do, and | did Balto in 
three days. So difficulty-wise, there’s 
no comparison. 

D.A.: Are your two kids 
happy that you’re the voice 
of an animated character? 
Yes, they’re happy 
that I’m the voice of Balto, 
but my 6-year-old son would 
be thrilled if | were Johnny 


Cage in Mortal Kombat! 
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out of it. If you 
start the game, 
you have to 
finish it. So we 
have to find the 
Pil girl who ran 
away from the 
bats and finish 
the game. All this bad stuff happens. 
And we were in a wave tank for two 
weeks.... 
D.A.: Uh, whoa! You were ina 
wave tank? 
i<.D.: For a scene, Bradley and | 
were sitting on these steps with 100 
gallons of water crashing on 
top of us. It was a real pain to 


good reasons: Fi arred in 
Interview With the ire Wi 
Cruise and Brad Pitt; Serotec she’s 

now in Jumanji with Robin Williams! 
Just as we were turning an ugly shade 
of green, we met |3-year-old Kiki (as 
her friends and family call her). She’s 

SO sweet and smart, there’s no way, y= 
we could not like her. We even 2. 
volunteered to be on bee patrol—Kik 
hates bees! So we protected her from 
pesky yellow jackets while we hung 
out in Griffith Park in Los Angeles, 
California. 
D.A.: What 


happens to shoot in that tank—it was so 
your cold and dirty. One person 
character, found a chocolate bar on the 
Judy, in bottom! It was so gross! And 
Jumanji? my wet suit was giving me 
K.D.3 It’s rashes. But after a while it got 
the 60s, and kind of fun. You feel like 

a boy anda you're going to crash 
girl are into the wall behind 
playing a you—you feel like 


board game. The 
boy gets sucked 
into the game 


you're going to die! 
Plus, there were these 
alligators floating in 
board and the girl is the water and we 


chased by bats and were hanging off 
runs off. Years later, my brother, chandeliers and... 


ml 


Judy (played by me) move into this s if SE hand 
i | ea 


same house. We find this board a 


game—the one the boy got sucked « " x ~ D.A.: But nS were Seca a 
into—and we roll the dice a couple of harness, right? 

times. Mosquitoes come out of the >) K.D.: Yeah. Oh, oh, wedgies! It hurt, 
game, and then the boy comes out, © ee believe me. There were crystals on it 
too, all grown up. He’s played by *yS< and we were, like, being whacked in 
Robin Williams. It’s a jungle-themed the face because special-effects people 
game, so all these jungle animals run would swing the chandelier and make 
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They’re game: 
(from left) Bonnie 
Hunt, Bradley 
Pierce, Kirsten 
Dunst and Robin 
Williams star in 
Jumanji. 


fake rain and lightning. 

D.A.: [laughs] So, do you like 
doing stunts? 

i<.D.: Hate ’em. | thought | was 
going to die. 

D.A.: Did you learn anything from 
Robin Williams? 

K«.D.: Every time he opened 
his mouth, | learned 

something. He’s just full of 
knowledge. He’s so smart. 
D.A.: Did you and Robin 
Williams goof off together? 
i<.D.: We did Ethel Merman [a 
loud, old-time singer] duets a 
lot. He would sing really loud! 
He’d take these soft songs like 
[The Carpenters’] “There’s a 
Kind of Hush,” and he’d sing 
them really loud and crazily. 


[She belts out the song.] We used 

to do that a lot. 

D.A.3 If you could go into the 

world of any board game, which 

would you choose? 

i<.1D.: Candy Land. | was scared of 

the part that had the chocolate guy 

in Candy Land. He looked like he 
was melting or like a big pile of 


<) mud, but it was chocolate. 
/*, D.A.: What else don’t you like 


~ besides bees? 

i<.D.: Spiders. | saw a spider 

yesterday in the bathroom and | 

screamed! It was this huge daddy 

longlegs! Aaahhhhh! [She screams 

as a bee buzzes by. Then she 

takes off running. ] 

D.A.: [yelling] Bye, Kiki! Bee 
careful! 
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"Wanted: the original bad boys, 
Tom and Huck. Found: Jonathan 
Taylor Thomas, who plays half of 
the terrible twosome, Tom 
Sawyer. (Brad 
Renfro plays 
Huckleberry 


This is #h€ sc@ne in which Becky 
(Rachael Leigh Cook) and I are walking 
Across a bridge Feasing Each o¢her. And 
Then She Pushes me of fF the bridge, I 
fall into a creek—and i+ 
was veerrrrryyyy cold, 


Finn.) Jonathan That's the 
gave us some director, Pe+ey 
behind-the- Hewitt, and 
scenes that's ore 
photos—just = Ghee aed 
for D.A.!—of sa gaen i Shed 
Tom & Huck, the film Hepa 
based on The Adventures of incrediely cold 
Tom Sawyer, Mark Twain’s tha¢ i¢ kind 
classic adventure tale. Take of s+ar¢led 
a peek inside Jonathan’s rae, Pezey— 
private Tom & Huck who's 4 grea+ 
scrapbook. Quy, and a great diyector, too— is sitting 
there nice and dry with a warm jacket 
Here I am hanging out between on, Meanwhile, I'ea freezing in the river. 


scenes, We've doing the famous 
Fence-Painging scene, where Tom 
is forced +o work on a Saturday, 
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This is Torr and Ruck 
(cre and Brad). We're 
trying +o catch Injun 
Joe, so we cover 
ourselves im eaud +o 
conceal ourselves as we 
raove through the 
forest. 

The day we filmed 
this, Alabama was going 
throvgh a cold s+reak. 
The makeup people put 
aud on us, and when 2 
slight breeze came uP, 
it was very cold! The 
aud was definitely 
gooey. I+ wasn + rome 
eaud, i¢ was real 
Alabama mud, 

We didn'} have mud 
fights because we were 
¢oo cold, We had 3 
heater in a li¢¢le +ent, 
and Byad and I would go 
NFO ThE FEOnF FO Warm 
up and ¢alk about the 
scene, We had a fun day 
that day, 


Here Brad and I are 
rehearsing the scene 
where Huck runs away 
because he’s Fired of 
the people of Hamrival. 
I'm $¢rying +0 convince 

him $0 Stay. 

That's Bobby Bukowski, 
MW Fhe whit shirt, our 
diyector of Photography. Behind +he tree (in 
the Pink ) is Sylvie Chesneau, the script supervisor. The guy behind the 
camera is our cameraman, Jim McConkey—an important crew 
ma€rabey, and 3 great Qvy. 
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. 
Sve 


LLIGE,, 
gy 
< 


ses spies a 
t 
er - Who 


knows more about spying? 
secretly following First, my CIA trainers 
enemy agents? That’s what I taught me the basics of 
got to do when the sending secret 
messages, 
donning 
agreed to teach me a few disguises and 


tricks of its trade. What being followed. 

a great opportunity— Then I had to use 

the CIA, after all, isthe © my new skills in a special test 
huge government mission. Read on to learn 
agency some CIA secrets, but 
remember: The first lesson 
of being a spy is to keep 
your mouth shut! if you 
swear to secrecy, the 
ultimate undercover 


py 


+ CIA adventure began 
h a deception. Arriving at 
hotel in Washington, 

C., | checked in under a 


n undercover officer ~ 
orking around the 
‘had several bags of 
gadgets and spy stuff that | was dying to 
explore. “We are e going to show you some things that are sensitive 
and used in the field by our officers,” he said. “It’s good stuff, and 
it'll give you a unique look into what we do.” 

Working in hundreds of countries, case officers recruit 
foreign citizens to give the CIA information, called 
intelligence, about their governments. These foreign 
citizens are called agents. They feed intelligence to case 
officers, who use it to help the President. For example, 
CIA intelligence helped him in a big way during 
Operation Desert Storm, the war with Iraq in 1991. 
CIA agents fed valuable info to case officers. This 
intelligence, along with high-tech satellite pictures, 
was used by the President to make decisions. 

As Brian continued, | learned that spying for 
the CIA is a demanding job, full of danger and 
long hours. Case officers can’t even tell 
their families what they do. But they were 
about to tell me! 


picture, because he: 
who’s spent 1I8 year: 


An agent who gets caught helping 

the CIA could be killed, so it’s 
extremely important to keep agents’ 
identities hidden. That means 
communication between a case officer 
and an agent is usually done in secret. 

A microdot is a tiny speck of film 
that’s hidden somewhere, like on 
a postcard or letter, where your 
agent knows to look. Microdot 
messages are tinier than the 
period at the end of this 
sentence, so concealing them 
is a snap. 

To read a microdot message, an 
agent must remove it carefully and 
place it in a small viewing lens. This 
lens, called a bullet reader, is a 
half-inch metal cylinder that 
unscrews into four parts. 

Brian demonstrated: 

On a coffee table, we assembled 
stamped postcards from the CIA lab, 
a toothpick, scissors, a magnifying 
glass, an ashtray with water in it, and 
a bullet reader. 

™ We cut out the stamp portion of 
the postcard and soaked it in the 
ashtray. 
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Even a harmiess stamp can turn 
out to be a secret microdot 
message. It’s hard to find but 
easy to read—if you have a CIA 
bullet reader (far right). 


Insior CLA 


After my mission, Brian took me to CIA 


headquarters for an exclusive tour. 
Headquarters consists of two 
buildings on 258 acres in Langley, 
Virginia. It’s called the compound, and 
cameras aren’t allowed. Not even the 
employees’ families are allowed here, 
except on Family Day, held each year. 
Here’s what I saw at Spy Central: 
© In the lobby, 53 stars etched into 
a wall serve as a memorial to CIA 
officers killed in action. Each star 
represents an officer. A logbook lists 
the officers’ names, but many of the 
entries are blank. That’s because those 


We carefully pried 
the dot loose with a 
toothpick. This took 
several minutes. Then 
we unscrewed the 
bullet reader. We got 
the dot onto the end of 
the toothpick and 
slowly dropped it into 
one half of the reader. 
Very carefully. “Don’t 
_. - sneeze!” Brian said. 
er NO | peered inside: | 
z — could see a whole secret 
message, bright and clear. And it 
wasn’t just a few words, but an entire 
paragraph. 
One more ultrasecret tip: 
After | read the microdot message, 


M@ When the stamp was finally Brian told me to sweep the room and 
loosened from the card, we peeled it destroy any evidence. After all, how 
off. Using the magnifying glass, Brian would | explain the cut-up postcards 
found a miniscule black speck on the to the bad guys—unless | was a stamp 
back. “That’s your microdot,” he said. collector? 


HEADQUARTERS 4m 


officers were undercover and their preventing electron " 
names still cannot be revealed. from passing throug 
@ One building is constructed with means high-tech bad 


specially tinted green glass. The tint intercept phone calls t 
what’s going on inside. 


serves as an electromagnetic shield, 


line the hallways. That’s where 
employees get rid of any classifi 
documents— 


No one has ever 
permanently. 


deciphered the 
message encoded Spies can easily 


on this wavy wall go through 
at the CEA offices. garbage, so 


ee yor you gotta burn 
the stuff. 


Ever feel like you’re being 
followed? Brian taught mea spy 
technique called countersurveillance. 
Countersurveillance means figuring out 
if anybody is watching or following you. 
By walking along for a while and 

observing people carefully, you can 

figure out if you’re being followed. Here 
are Brian’s tips: 


“If you stay in 
a one- -block area, other people 
aren't necessarily following you, 
right? You’ve got to move to 
determine if as are.’ 


- People 
cohen you ro five minutes are 
not necessarily following you. 
They could just be going to the 
same place you are by 
coincidence.” 


» ‘If you turn 
and someone turns with you, 
eoey re S205 the same direction as you are.’ 
“Don’t just ae around and look 
to see its someone is s following you. You ll give yourself away.” 
t lose them er Thin about it: If you give followers the slip, you'll reveal 
that you are indeed a spy.” 


| was surprised when Brian said he was about to take me through a real 
countersurveillance exercise. “We'll walk together and pretend we’re ona 
sightseeing/shopping tour,” he told me. “We might be followed. You've got to be 
alert and aware for anyone shadowing us.” 

Over the next 45 minutes we cruised the streets, walking slowly, like shoppers, 
and popping into stores once in a while. We never rubbernecked. But, using the 
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techniques Brian had taught me, | 
was able to tell if we were being 
followed. 

And we were. Brian had arranged 
for several CIA officers to trail us, 
and | managed to spot a few of 
them. One, a biker dude wearing 
lots of leather and walking with his 
girlfriend, was on our tail right from 
the start. | caught several glimpses 
of him during the walk, but his 
girlfriend eventually disappeared. | 
didn’t see her do it, but she changed 
clothes, slung a backpack over her 
shoulder to look more like a 
student, and then she worked on 
following me alone. 

During the walk, | 
felt as if beady eyes 
were drilling holes 
in my back. 
When we were 
done, Brian 
told me that a 
man who'd 
changed his 
appearance 
several times had 
been following us 
the whole way—and 
I'd never noticed him! 

“| use these techniques 
every time | walk out the 
door,” Brian said. “Anyone could 
be following you. Consider every 
possibility, including the 
sinister ones.” 


“_@Don’t forget to remove all of 
__ your disguise and go back to 
= your original look before you | 
a = see's Someone your know. a 


“Deep BEES 


: Kristie, aciA disguise - i 
"technician, gave me some es a 
cool disguise tips: — ; 


©The CIA uses special ‘abers | in’ 
os ‘its wigs, mustaches and beards 
so the hair won’t go wild in 


humidity. 
®Khaki dress plate, are ideal 


‘disguise wear. You can wear a. 


T-shirt with them or anice 
shirt and tie. Changing from | 
one to the other effectively 7 
changes your look without | 
forcing you to change pants. 
®Hats can hide part of 
yee face and ata " 
your overall . | 
"appearance, i 


@ Wigs can be 

_ attached to hats. | 
IT put ona “wig. / 
hat” and instantly 1 
va had longer hair 
“in back. 


: @When you change, 

y don’t be too obvious" 

-. of too paranoid. Practice . 
. getting into and out of your 


"disguise, 


\\ ay ‘ HY 
\ ae i AANA HENNA 


y 


. 


gt 
Ne a oe 
SN an AN 


\ 
. 


Hanae 


gs 


siti 


Hi 


MiSsion:M1mpossible 


Time to put my 
professional spy training to 
the test on a mock mission. 
Brian explained Plan X-Ray: 

“We believe your agent Chris has 
access to information of great interest 
to the U.S. government: that weapons- 
grade plutonium and triggering devices 
for nuclear weapons are going to be 
moving through the port. We need to 
know from Chris if she can ID the ship 
they are on. If she can, ‘she will 
respond using Plan X-Ray. Your i 
today is to go out, see i 
following you and pick uf 
We're worried’about 
into the hands ofte “r 

“That’s the jobwC; 

The plan called f 
streets of Washing = 
this time alone—a 
was being followed. 
abort the pickup but 
shopping and sightseeins 
the bad guys. But if | wasn’t 
to slip into a disguise—in 
daylight—and pick up 


watch and tell him the time. As he 
walks past, | sneak a peek behind me. 
Nobody suspicious. 

2:15: | enter a bookstore. | go to the 
back and, as | browse at the shelves, 
watch the door. A woman and a girl 
come in separately. Are they 
followers? One has a shopping list and 
looks focused on buying some books. 
The girl starts talking to a cashier— 
they’re obviously friends. Cool. 

2:21: | exit the store and cross the 
street. Nobody is around. 

2:23: | see a woman in a blue dress, 
walking in the same direction as | am, 


~ but on the other side of the street. | 
= make a mental note of her as | 


tinue walking and making turns. 

225: | approach a small cafe. | scope 

t all corners and enter the cafe. | 

‘a window seat and order some 

3 | scan outside. The streets are 

Dt) ty, and | start to feel pretty sure 

a e’s following,me. 

; the 
arlier: 

o—no blue dress. 


| ec Sep moving. 


<— P* 2:34: | turn onto a quiet street. 


g the nuclear goods. 
“I’m ready,” | said. 
“Welcome to the real world,” 

Brian replied. 

Then | was on my own. 

2:10 p.m.: | set off, carrying a 

newspaper, and immediately make a left 

turn across a street. So far, so good! 

2:13: A man walking toward me asks 

me for the time. | freak. | look at my 


Everything looks clear, so | quickly 


duck into a gravel driveway behind an 
apartment building. About 200 feet 
away, someone’s front door is open. | 
wait five seconds to see if anyone 
comes out, then rush into my disguise. 
| remove my watch, glasses and outer 
shirt in a flash and put them in a bag | 
remove from my back pocket. | bend 
over, apply glue from a bottle in my 
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pocket to my 
upper lip, and 
stick ona 
mustache. | pull a 
hat out of my 
waistband and my 
sunglasses from 
my pocket, and 
put both on. | 
throw my 
newspaper into a 
garbage can and, 
carrying my bag, 
stroll out of there. 
It takes me only 
30 seconds! 
2:39: | think my 
mustache is on 


Situation 
black: In 
disguise, I 
finally reached 
the dead drop 
and grabbed 
the message. 


straight, but as Mission 
| head for accomplished! 
Georgetown 


University, where hundreds of 
students are lolling about, | get scared. 
Surely someone is going to point at me or 
ask me why I’m wearing a disguise. 
Dozens of people see me, but to 
them, Tm just your average stranger. 
41: roe oi to be sure I’m not 


sading. He doesn’t 
~S Feady to make 


lave bee flushed out By those last 
turns—| hope. One’more turn and I’m 
heading down a long set of metal 
stairs. Where’s that milk carton? 
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Aha! see it under a landing 
down to the left. In seconds, it’ll 
be mine. 

But wait! A man is coming up 
the stairs, right at me! And he 
looks extremely suspicious in 

his suit and tie. | slow down. He 


smiles as he passes. | want to turn and 
check him out. Then | remember one 
last thing Brian had told me: “Don’t be 
spooked by one person doing 
something weird.” 

| sigh, scrunch down, and grab the 
carton with my left hand as | continue 
down those long stairs. I’ve got it! 
2:51: | turn back onto a busy street. A 
car pulls up and the horn honks. It’s 
Brian, my trainer. | get in the car. 

“Were you followed?” he asks. 

| hesitate. Of course | don’t think I’ve 


been followed. But the expert would important times and dates are repeated 


know best. as a precaution. ] 

“No,” | say. “And I’ve got the Then Brian gives me the ultimate 
message.” compliment. 

“Good work,” he says. “Now let’s “| can tell from watching you run the 
return to the hotel and read it.” operation and changing into your 

Whew! disguise that you'd be a good case 
3:05: On the way to the hotel, | officer,” he says. “It doesn’t take long 
remove my disguise. to tell.” 
3:14: Back in the room, | pull out the I’ve saved the free world from nuclear 
message and place it under the terrorists, and I’m psyched! If the CIA 
ultraviolet light. It reads: ever needs Mr. Adventure again, they 


The plutonium will leave Port Oceania at Can just send me a postcard—| know 
1400 hours RPT 1400 hours aboard the — Where to look for the microdot.... 
SS Vigilant X The shipment will be in stern 
compartment in boxes marked “spare 
parts” X Best of luck intercepting 
shipment X | will look for your message 


Fia@s: A false name. 


next month at the usual time X > 2c! £: Indicates the coast 
<¥ ad is clear. 
[Note: X is used to indicate the end Clandestine activity: 
of a sentence; RPT means repeat— Secret ox bhiddcu 
operations. 


Concealment device: 
A familiar object used to 
hide a message, ora 
secret compartment in 
something common. 
Cover: A role assumed by 
a person to hide the fact 
that he or she works for 
the CIA. 

Dead drop: A secret 
stash where information is 
left so the agent and case 
officer are not seen 
together. 

Operation: A project that 
a case officer is working on. 
Overt: Open, or done 
without any attempt at 
concealment. 

Spy: An agent. 
Surveillance: Secretly 
watching someone 
performing various 
activities. 

Sweep: Making certain a 
room is free of objects that 
would identify CIA officers 
or agents. 
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First she traveled to 
Sundarbans, a swampy _ 
forest in India and 
Bangladesh with the 
largest population of 
tigers on earth. Then 
'. she spent six months 
~=« looking for the man- 
eating Bengal tigers that kill 
about 300 people per year. © 
_In most places, tigers don’t 
view humans as food, but in 
Sundarbans, tigers track you. 
D.A. talked to her about 
.(-<, @ her best tiger tales. 


| - What drew 1 to 
| Sd dethons? 
S.M.: What fascinate ee 
me about Sundarbans was © 
that tigers actually eat men 
there, yet the people oN t 
— kill 6 tigers. 
-.A.: Tigers don’t: »~ 
iin <8 oe See ee steel: nconla What’s up itl 
ef |] Gf these guys? 
? §.N.: Nobody really knows. 
TiZERSP One theory is that since 
seawater flushes. through all” 
I Wouls y you swim in the rivers in Sundarbans, the salt water 
' crocodile- and shark-filled damages the tigers’ insides and puts 
“ waters? Put up \ with humidity them in a bad mood. Another theory — 


that causes a purple, hairy fungus to _is that the tides wash away the urine 

sprout in your ears? Stay cool when a sprays that tigers use to mark their 

centipede’s poison eats away your skin? _ territories, and that makes the tigers 
Nature writer Sy Montgomery ees, Ne : 

did all that and more when she (2.A.: Why don’t the. tigers attack © 


researched her book, Spell of the Tiger. | women and kids? 
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The tigers don’t typically go 
into the villages. They only attack and 
eat people who go into their territory, 
the forests. Men go into the forest to 
fish, cut wood and hunt. 

2.A.: ls it true the tigers don’t 
attack head-on? 

I’ve never watched an attack, 
but that’s what the natives say. The 
tigers attack from whichever direction 
you're not expecting. Some people say 
that they don’t want to look at people's 
faces because the Muslim god, Allah, 
has written his name on every man’s 
forehead and tigers can’t stand to look 
at it! So a lot of hunters wear human 
masks on the back of their heads to 
fool the tigers. 

[2.A.: Why aren’t the tigers killed? 

The people of Sundarbans 
know that poachers would illegally 


cut down all the trees in their 
mangrove forest and sell the wood if it 
weren't for the 500 man-eating tigers 
who guard that place. The forest feeds 
and protects the people. That’s why 
the people don’t wipe out the tigers. 
They see tigers as ecology policemen. 
[A.A.: How do the tigers attack? 
They’re smart and patient. 
Tigers can wait silently for hours 
behind a bush or in the water with 
only their ears and their noses 
above water. When they attack, 
they leap as high as 25 feet, grab 
the back of your neck, and slip 
back into the forest before 
anyone can do anything. 


NS oa Ol OY... 


Yo 


Dirty Rotten 


Onion 


If you’re ever in Bergen, 
Norway, don’t call a 
an Onion. 
Last year, a motorist who 
was pulled over for a routine 
‘| check did just that, and was 
fined $600! No one seems 
_to know whether other 


vegetable names will 


get you in trouble. 


Counting, "(|S aed 


Add up the number 
of letters in the names of all the playing 
cards in a decks ace (3), two (3), three (5), 
four (4), five (4), six (3), seven (5), eight (5), 
nine (4), ten (3), jack (4), queen (5), king (4). 
They total 52—the exact number 

of cards in a deck. 


OST dinosaurs were 


DVENTUR 


you will breathe in enough 


to fill two and a half large 12] SA BPS. 


More people live in New ¥ LITy (7,322,564, 
according to the 1990 eeaewt) than in the countries of 
Denmark (5,200,000), Finland (5,000,000), 

Norway (4,300,000), Switzerland (7,000,000) 

or Ireland (3,600,000). a i, 


the 
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race each 

other down the 
“ monsterslide. 
Pete and 
~) Andre 

. “keep 
~~ ies aealige for the 
Beene No. | ranking in 
tennis, but who 


i_2» n-court tennis 
rivals Andre Agassi y 
and Pete Sampras ¢: | | 
may be off-court 
buds, but they can’t 
help being a little 
competitive—even 
when tennis isn’t the 
game. The two pros 


celebrated ranks higher in 
Sampras’ last slide speed? 
birthday at a , Agassi. “l edged 
water park, where <a him out,” 
they just had to ~ a he says. 


January i is Super Bowl month. Along 
with money and fame, the champs 

of the NEE’s monster - 
ppteee win 1 


a 
-y-1 | er an Ge ay Ea 
aD & & =D mds Ss 


y wimogs. Check it 
— out—the giganto 
San Francisco 49ers 
1994 championship ring shown here is 
life-size! It contains 52 diamonds, 
including five big ones that represent the 
49ers five Super Bowl victories. 
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‘Hows is your hockey 


“Uh-oh, looks like a zebra threw a flag 0 


backhand? Hurting? 
Yeah, ours is too. 
So when we heard 
about the Hughes 
Bi-Blade hockey 
stick, we said, 
“You name the 
pond. We'll give 
it a shot!”’ The 
stick has two 
blades: the one 
you're used to, 
and another that 


| curves back the 


opposite way. 
(if you turn 

the stick upside 
down and view 
it head-on, it looks 
like a duck’s bill.) 
Now, if you just 
happen to be 
positioned with 
your back to the 
goal, you can 
slap a backhand 
shot instead of 
waddling around 
to the other side 
of the puck. For 
more info, call 
(709) 726-9300. 


‘Sure. snowboarding 
fc all the gnarly moves of 
skateboarding. But it’s seriously 
_ cooler. D.A. got the scoop from 
9-year-old expert boarder Shaun White 
of San Diego, California. 


: < On Learning 
“My baste s 15—helped me learn. It was 
really hard at first, because you keep falling down. 

In three days | got used to it, and it got to be fun.” 


< On Riding the Pipe 
“When | started, | was 6 and really little, 
and | was riding a big pipe. The walls 
were three times taller than me, and | got 
freaked out. But | also ride a skateboard, so 
that helped me get used to it. And | wear a 
helmet so | won’t hurt myself when | fall.” 


>< On the Future 

“I don’t know; | might go pro. | want to go 
to the Olympics. But | just like having fun. 

| like contests, although they can be boring 
because you have to wait your turn.” 


>¢ On His Best Day 
“One day | learned [5 tricks in the pipe, 
and at the end | felt great. Everybody 
thinks you’re doing 
the same thing, then 
+, you bust out a 
<e%) new trick!” 
—Doug Palladini 


[Shaun (far right) and 


Step I: “You have to 
take your time to get used 
to it. Start by going slow 
and just turning down the 
middle of the pipe.” 
Step 2: “Bend your 
knees and start to pump 
up the walls, back and forth. As you 
get used to the pipe, you’ll get higher 
on the walls.” 

Step 3: “When you can reach the 
top of the walls, start to spring in 
your legs, and you'll get air. Now you 
can start doing tricks. | like to do tail 
grabs and stiffies.” 

Step 4: “When you land, bend 
your knees again, lean forward, and 
pump. This will give you enough 

| speed to go up the other wall.” 
Practice Tip: “I ride a 
skateboard a lot, and that helps on 
the half pipe because the tricks are 
the same, and it’s the same feeling 
of pumping up the walls. 7 


* 


5% ymnastics is one of the hottest sports in the _ 
Olympics, and the hottest athlete in gymnastics is : 
14-year-old U.S. champion Dominique Moceanu 
(Mo-see-AH-noo). She started flipping at age 3, 
and now she’s hoping for a gold medal. Who better 
a to help D.A. land a front handspring? “I started 
— tumbling with cartwheels and handstands and worked \~ 
my way up to the balance beam,” says Dominque. 
™ “One of the basic moves of gymnastics is the 
front handspring.” 


» someone to spot you so 
« you don’t get hurt. 
—— Start with both arms 
above your head.” 


’ start ee forward. Sometimes people 
7 run when they do this, but you don’t need to. Just 
start walking.” 


Step 3: “Bend your front leg and go down : 
with both hands, as though you’re going to Mb pn 
do a handstand.” a 


Step 4: “Once you're on your hands, 
kick your back leg up and over, and push yourself so your 


body goes all the way over and you land on your feet. The \ \ 

hand push is very important, because without that you'll just { ¥& 

end up on your back.” 
Step 5: “It’s important to concentrate and take it slowly. 


You’ll probably stumble a few times, but when you finally hit 
a handspring, it’s a great feeling!” —Nick Beres 


Parents yell at you. 


Teachers yell at you. 


But when 10,000 rock’n’ roll fans yell at you, 
you'll probably pay attention. 


When you play Quest for Fame, you've got to jam your 
way out of your bedroom and onto a world tour with 


a little more 


noise from our : : : 
Aerosmith. But you won't need a guitar, because the 


fon & Virtual Pick can be used on just about anything. 
ames Check it out on the Net at http://www. software. 
G ibm.com To purchase, visit your local retailer or call 


“°° |] 800 426-7235 (source code 5218). 


IBM is a registered trademark of International Business Machines Corporation. © 1995 IBM Corporation. 


@DBre day, Greg and | were opening the mail. We both 
kept laughing. 

“Here’s another great comic by one of our readers,” | said. “It’s hilarious!” 

“Too bad we can’t print it,” said Greg. 

“Why don’t we?” | asked. 

And so we did. Welcome to the Jumior Comics Zone, the page 
that you write and draw. Every month, we'll be presenting more comics by 
kids, so keep sending ’em in. You keep drawing, and we'll keep laughing. 


in “How’s Bayou?”’...........00. PAGE 
SHNOOKUMS & MEAT 


in “Another Day, Another Holler”... 


— os 
Me, 


in “Gosalyn Alone” 


JUNI oe At), ) 
Bo a PAGE 


Let me know what you think. 
Write to me: 


Heidi MacDonald 
DISNEY ADVENTURES 
114 Fifth Avenue 

New York, NY 10011-5690 
or 

E-mail: ComixAce@AOL.COM 
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THE LION RING 5 


TIMON & PUMBAA 


_ os. ER BE — = c : ; 
DEEP IN THE LOUISIA EE EN 
BAYOUS... a . 


TIMON, YOU'VE 
BEEN TRYING TO CATCH \ 
THAT BUG FOR HOURS! )~ 
ARE YOU SURE IT'S 
WORTH \T? 


ARE YOU 
KIDDING, PUMBAA? 
JUST LOOK AT IT-- THAT'S 
THE MOST DELICIOUS= 
LOOKING BUG I'VE 
me EVER SEEN! 
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Inks: Khato Lettering: J. Costanza Coloring: J. Meugniot 


Pencils: C. Quartieri 


B. |G Weiss 


Writer: 


THERE IT GOES 
AGAIN! WHAT IN CRIMMINY Via 
1S THAT NOISE?! SOUNDS LIKE A 
CROSS BETWEEN AN ELEPHANT ( GOES YOUR BUG 
AND A FOGHORN! 


THAT'S ITI! \F | 
ff FIND THE SWAMP CRITTER 
RESPONSIBLE FOR THAT 
RACKET |'LL--! 


IT'S COMING 
FROM OVER HERE, 
TIMON! . 


LOOK, SISTER, 
YOU'RE MAKIN' IT AWFULLY 
HARD FOR A GUY TO 
CATCH LUNCH! 
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HA HA! GET 
IT? WART’S THE 
PROBLEM?! 


WHY ARE YOU 
CRYING, LITTLE 
FROG? 


MY NAME 
SSNIFFé \S FRANCINE 
35NV/FFI< AND I'M CRYING 
BECAUSE 1'M UGLY! AND 
I'M NOT SPECIAL! AND 
NOGODY LOVES ME! 


WELL, WE ALL CAN'T HAVE | MEAN, B/RDS HAVE WINGS! 
WHAT WE WANT IN LIFE! FISH HAVE GRACEFUL FINS! 
TAKE LUNCH, FOR SNAKES HAVE BEAUTIFUL, 
EXAMPLE-— SHINY SCALES! ALL | 
HAVE |S... IS... 


GO GREAT WITH A 
LIGHT BUTTER 
SAUCE? 
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TIMON, >: 
THAT WASN'T VERY WHAT? PUMBAA, 

THAT 1S A FROG, ONE OF 
NATURE'S UGLIEST CREATIONS! 
YOU CAN'T CHANGE HER 
SELF-IMAGE, IT'S ROOTED 


ay IN THE “R“ WORD-- 
> REALITY! 


LNHAPPY, TIMON! 
WE CAN'T JUST 
LEAVE HER LIKE 


HAVE TO BECOME INVOLVED 
IN SOMEBODY ELSE'S 
PROGLEMS BECAUSE OURS 
CERTAINLY AREN'T 


HAVE A TAIL, 
\ EITHER!! 
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FRANCINE, YOU'RE WHY, LOOK AT MEF FF 
NOT UGLY! YOU'RE WARTHOGS AREN'T MUCH ; LEMME PUT IT THIS 
TO LOOK AT, GUT MY BESTEST J WAY-- IF PUMBAA HERE CAME 
FRIEND TIMON HERE KNOWS FA WITH A PILOT LIGHT, YOU COULD 


THAT IT'S WHAT'S INSIDE COOK DINNER BEFIND 
AN HIM. CAPICE? 


MORE VAPOROUS 
s,. QUALITIES. 


SEE? 
YOU'RE tf Wr) 
VMNOTY £4. — = REPULSIVE BABE IN 


THE BAYOU? 


FRANCINE, 
EVERYBODY'S 
SPECIAL! YOU JUST HAVEN'T 
FOUND YOUR SPECIAL 

QUALITY YET! ‘ 


C'MON, FRANCINE, THINK 
ABOUT IT! WHAT CAN YOU 
00 THAT, SAY, TIMON AND 
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CAN SHE DO ANY COME ON, TIMON. IF WE jess 
TRICKS THAT DON’T 5 DON'T CHEER HER UPR £ 
INVOLVE PROJECTILE £7 YOU'LL NEVER GET ~ 

SALIVA? Zh) tr 


WHAT ELSE CAN | 
YOU DO, 
FRANCINE? _ 


EXQUISITE! = 
ASTONISHING! YET SO FEMININE. 
= MAKES YA WONDER WHY 
THE GUYS AREN'T LINING 
UP AROUND THE = 


—_ oor 


—_ 


OMIGOSH, 
THERE HE /S! IT'S 


YES THEY DO, AND I'LL 
STICK TO SPECIES WHOSE 
ATTRACTIVE QUALITIES DON'T 
INVOLVE NECK BLOAT AND 
GOBS OF SPIT, THANKS 4 


OHHHH, | WISH 
HE WOULD WOTICE ME! * 
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WAITAMINNIT! IS THAT WHAT 
THIS IS ALL ABOUT-- 


IF WE PRETEND TO 
FIGHT OVER FRANCINE, 
FRANK WILL HEAR US, RIGHT? 
AND HE'LL COME OVER TO SEE 
WHAT ALL THE NO/SE |S 
ABOUT, RIGHT? 


AND A MEERKAT 


NUTS!! | REFUSE \— FIGHTING OVER THE 
TO DO SOMETHING ATTENTIONS OF A FROG?! 
SO STUPID, SO GEEZ, PUMBAA, SHOW 


FRANCINE AND FALL Yip im INSANE, SO-- SO AX ALITTLE SELF- 
om, SERIOUS! RESPECT! 


HELL 
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Pm, AW, PLEEEEEASE, 
a TIMON? | CAN'T DO 
IT ALONE! 


BUT IF WE 
HELP FRANCINE, YOU'LL 
BE ABLE TO CATCH 
YOUR LUNCH! 


You 
( CAN'T HAVE ] 


HER! 


iM": 

UH... BUT SHE'S 
TOO, UH... BEAUTIFUL 
FOR ME TO IGNORE! | 

MUST, UH... | MUST 
25 COURT HER! 


THEN HOW ‘BOUT 
FRANCINE THE AW, FORGET CHOOSE YOUR NASTY INSULTS AT 


FROG |S MY GIRL! YOU! \'M WILLING TO WEAPON, PUNY TWENTY PACES, YA 
f FIGHT FOR HER LOVE, MEERKATI BIG HOG! 


SO THERE! 
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; AW, TIMON, TELL 
ME THE TRUTH== IT MAKES 
YOU FELL GOOD TO KNOW THAT 
FRANCINE IS FINALLY HAPPY, | 

DOESN'T IT? 


-- BECAUSE NOW 
MAYBE | CAN CATCH 
MY LUNCH! 


. 
\¢ 
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THERE'S YOUR BUG, 
TIMON! 


IT'S WHAT'S INSIDE 
THAT MATTERS, 
TIMON! 


GEE, 
f  TIMON, 
DON'T YOU 4 
LIKE \T? Y'KNOW, 
PUMBAA, THAT'S 
VERY TRUE! 
AN' 1'M GLAD 1'M 
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Val DalChele 


Coloring: 


eens 


ae 


Eat 


: Neal Sternecky 


Writer & Artist 
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[<6 
Hess 5 &i: 
ieee 


HIS. REACTION 
ater eeING. 
CHAIR COMPLETELY 

UNFOLDED 
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MMMPH! HAND ME 


OF THE MANY TOOLS OF THAT CROWBAR 


THE CRIME FIGHTERS TRADE, 

NONE IS MORE VITAL TO iss shent 
DETERRING EVILDOERS 

THAN THE IMPLEMENT OF 

INTELLIGENCE. 


GEE, DARKWING, 
WOULDN'T IT BE 
EASIER TO GO IN 
THROUGH THE 
OPEN DOOR? 


7 WHAT? AND LOSE 
THE ELEMENT OF 
SURPRISE? 


Coloring: Val DalChele 


SAY, HAVE WE TAKEN 
A PAPER ROUTE TO 


se OS AYN Make ENDS MEET? 
ON = : 


<4 


Lettering: David Cody Weiss 
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Pencils: Keith Wilson Inks: lan Akin 


Bruce Morris 


Writer: 


NO, MY SOMNOLENT SIDEKICK. WE’VE BEEN \ 
SENT HUSH-HUSH BY $.H.U.S.H. TO CONTACT HATE BEING STOOD UP. I’M A DUCK OF ACTION/ 
OUR DEEP-COVER COURIER, STOOL PIGEON, AN AGENT OF ADVENTURES A-- 
AND RETRIEVE A PURLOINED PACKAGE 4 
OF FOUL F.O.W.L. SECRETS. 


EXCELLENT 
EXPOSITION, 
D.W.! 


I DON’T WANT TO BRING YOU (THAT'S WHAT TI CALL 
DOWN, 0.W., BUT IT LOOKS A SCREAMING HEADLINE! 


LIKE OUR LATE PIGEON MADE 
THE EARLY EDITION/ 


YUUUCK/ 


GAD! WHAT FOUL FIEND FLATTENED 
OUR DOUBLE AGENT INTO FRONT- 
PAGE NEWS? 


DISNEY ADVENTURES 69 


MADONNA ? NO, YOU FOOL! IT 1S I, RAZOR QUILL 
WEIRD AL OF F.O.W.L./ 

YANKOVIC? 
BONKERS ? 


THERE 1S NO ESCAPE 
FOR DARKWING DUCK! 


STAND ASIDE, 
LAUNCHPAD, 
WHILST I PUNISH 
THESE PUGNACIOUS 
POULTRY WITH MY 
GRAVY-GUM BO 


7O DISNEY ADVENTURES 


YOU SHOULD BE. 
NOW, LET'S Go! 


> YAWN EXCITING. Y 


RIGHT. WAKE ME 


BACK TO THE MINORS 
FOR YOU! 


WH-WHERE WAS MY MIND2 
I'M SO ASHAMED! 


WHEN I GRADUATE } VITAMIN-ENRICHED 


\FROM COLLEGE. 


BREAKFAST TO 
PERK YOU UP! 


WHAT YOU NEED Ve 
1S AHEALTHY, |_ a 
oe 


( 


I'M SORRY, D.W., I-I FORGOT. 


9) 


CLEANING UP THE CITY 16 -——._/ KEEP THIS UP AND IT’S 
A DIRTY BUSINESS! THIS 
1S THE THIRD CLOAK 
YOU'VE RUINED THIS 
WEEK, ASSISTANT. 


SORRY ABOUT THAT, D.W. WHERE TO 
NOW, $.H.U.$.H. HEADQUARTERS 
TO DELIVER THE BACKPACK? 


NO! FIRST HOME/ 
NO SELF-RESPECTING SECRET 
AGENT CAN CONTINUE WITH 

AN EMBARRASSING INK 
STAIN ON HIS CLOAK! 


CYCLE LATER-- 


NOTHING LIKE A 
SPOTLESS CLOAK 
TO INSTILL FEAR 


4 


a 


‘ 
| 


NTO THE HEARTS 
OF EVIL-DOERS! 


BETTER HURRY, GOSALYN, 
OR YOU'LL BE LATE FOR 
ANOTHER EXCITING SCHOOL 
DAY-- AGAIN. 


THAT'S RIGHT, LAUNCHPAD. 
THESE SUPER SECRET SECRETS 
WILL GET TO $.H.U.S.H. 
HEADQUARTERS EVENTUALLY. 
TAKE ALL THE TIME YOU 
NEED. WE'RE IN NO 
RUSH. HUM. 

OH, HUMM, 
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THE DISHES CAN WAIT! WE’RE 
ALREADY LATE! LET’S GET 
DANGEROUS / 


AFTER BREAKFAST... 


KEEP ALERT, LAUNCHPAD. 
THE FORCES OF F.O.W.L. 
WILL STOP AT NOTHING 
TO REGAIN THIS PACKAGE 
OF SORDID SECRETS! 


YES, INDEED, 
THEY COULD BE 
RIGHT UNDER OUR 
VERY WINGS/ 


DRAT! POP AND LAUNCHPAD GET TO 
SAVE THE ENTIRE FREE WORLD FOR 
LUNCH, AND WHAT DO I GET? 
A LOUSY 


PEANUT BUTTER 
AND TUNA 
SANDWICH. 


EXCITING EVER 
HAPPENS TO MES 
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HERE THEY GO! 
SHOULD I 
BLAST EM? 


DENSE-BEAK. THE 

REAL BACKPACK 

1S STILL IN THE 
HOUSE! 


IT 1S USELESS TO RESIST US! HAND 
OVER THE BACKPACK! 


Y DEAR DIARY: 
EXCITING 
ISN’T ALL 

IT’S CRACKED 


2 UP TO BE! 


\ 
OY 


HELPHELPHELPHELP 
HELPHELPHELP/ 


OOOH! THOSE ROTTEN 
EVIL FORCES HAVE CUT 
THE PHONE LINES! 


I CAN’T LET THEM BREAK 
INTO MY HOUSE! 


Ce 


FORGET ABOUT 

THE POLICE/ 

THERE IS NO 
ESCAPE / 
SCLICK/< 


NEATO-KEENO! 
I GOT AN IDEA! 


-” 


Vv 
LOOK UP AND SMELL 
\_ THE FLOWERS! : 


YOO-HOO, 
EVIL FORCES... 
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IN YOUR DREAMS, 


= ! 
HEY! THE OMELET-HEADS! 


BACK DOOR 
IS OPEN/ 


HA! SHE’S 
SMARTER THAN 
SHE LOOKS! SHE’S 
GIVING UP/ 


EAT GEYSER, 
HUMPTY-DUMPTY/ 


WE'VE GOT THE DROP ON HER. HEH “INSTEADA YOUS )} tc smaLt AGENT 
HEH HEH. WON’T SHE BE SURPRISED! MUST BE THE 
: . SECRET WEAPON 


DON’T YA JUST HATE THEY BRIEFED US 

IT WHEN EVIL FORCES ON LAST WEEK! 
DROP IN WITHOUT 

CALLING FIRST? 


as 


Ni 

iF I KNEW 
YOU WERE 
COMING, 

T'DA BAKED 
A CAKE-- 
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GIVE US THE POPS 1S NOT : LE GET HER, 
BACKPACK AND GOING TO BE = yOu FOOLS! 
WE'LL GIVE you HAPPY! > » : 
BACK YOUR 
ROOF! 


TRAPPED BY ALL| \\\ gin ... WITHOUT HOPE OF WHAT WOULD 
a - I FACE CERTAIN SITUATION? 
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AND SPEAKING OF | I DON’T GET IT, 0.W. NO 
OUR HERO... ONE |S FOLLOWING US! 


—/ 
7 YOU'RE A MEASLY ASSISTANT. 
{I DONT EXPECT YOU TO 
UNDERSTAND. THE FORCES 
OF EVIL ALWAYS SHRINK 
IN THE FACE OF THE 
FORCES OF GOOD. 


D NOW BACK TO THE EXCITING 
RTION OF OUR STORY... 


AN 
PO 
| ( COME OUT, HELPLESS LITTLE 
DUCKLING, AND WE PROMISE 
NOT TO HURT YOU. 


EVIL FORCE 
HONOR ? 


OH, SURE, \ 
RIGHT. EVIL 


: Ff BESIDES, 
I’M WEARING 
A CLEAN CAPE! 


BLAST! I THOUGHT WE HAD HER! WHO I AM THE FINGERNAIL ON 


1S THIS IRRITATING LITTLE CLUCKLING? YOUR CHALKBOARD! I AM 
THE "F"' ON YOUR REPORT 


CARD! I AM-- 


THAR 
f S 
SSNS 
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BUKBUKBUKBUK-- \WJ77t GET BACK HERE YOU, 
BUUUUUK! YOU... CHICKENS / 


BUKBUK 


BUKBUK? } 
@ ‘2B 


YOU SPARE ME THE RUNNY 
YOLK STORY AND TELL ME 
WHY YOU EVIL FORCES 
WANT MY BACKPACK! 


PLEASE! SPARE 
MY PITIFUL 
LITTLE LIFE! 
IVE GOT A 

HEN AND THREE 

BAD EGGS TO 

SUPPORT! 


BUT THAT'S NOT 
YOUR BACKPACK! 
THEY'RE OUR PLANS FOR 
WORLD CONQUEST! 


UH-OH. DARKWING | | HA! EASIEST MISSION I EVER HAD. OF COURSE 
AND LAUNCHPAD MUST | | WE DID HIT TRAFFIC ON THE--HUH2 


BE DELIVERING MY-- 


PEANUT BUTTER AND TUNA SANDWICH? | 
DARKWING, WHAT DOES THIS MEAN? 
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MEAN? MEAN? WHY, } OR MAYBE, UMM! IT’S POPS CLEVERLY, AND AT GREAT PERSONAL RISK, | 
IT’S A CLEVER SPY A SIMPLE CASE. OF-- USED HIMSELF AS A DECOY, ALLOWING ME TO 
TECHNIQUE. DELIVER THE REAL SECRET-MESSAGE BACKPACK. 


-- DIVERSION! 
AH, THE DECOY 
DUCKLING PLOY! 
DARKWING, YOU 


=-TO GIVE AWAY THE ANSWERS 
TO NEXT WEEK’S NEWSPAPER 
PREEMPTED CROSSWORD PUZZLE! 


F.O.W.L.'S 
LATEST 
HORRIBLE 


7) 
ey : AND IF I HURRY, I 
| P CAN STILL MAKE 
HOP ABOARD, i il 
GOSALYN, AND , rr ap 
I'LL ZOOM YOU — 
COP: 
beeen [GOT A RIDE, 414K 
HERO STYLE! 
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“WT elcome to the page that you write and draw. 
This month’s Junior Cartoonist is David 
Kantrowitz, 9, of Los Angeles, California. 
Keep those comics coming in! 


"Rae Etwules: 

Open to readers ages 7-14. All submissions must 
state your name and age and must include a self- 
addressed, stamped envelope in order to be 
considered for the Junior Comics Zone. All comics 
must be no longer than one page and must fit on 
an 81/2” x |1” page. Selection of comics will be at 
the sole discretion of the editors. Comics selected may be revised prior to 
publication. If your comic is selected, you will be contacted by mail. All entries 
become the property of DISNEY ADVENTURES magazine and may not be returned. 


DISNEY ADVENTURES 
P.O. Box 861 
tf New York, NY 10113-0861 
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so why was Kelly 


SO Scaré@d? 


he old house 
sat high on a 
hill and now, in the 
early twilight, the lights in its upstairs 
windows peered out at the street like 
the eyes of an enormous gray 
monster. Kelly stood motionless on 
the sidewalk below, chills racing up 
her spine. The bare limbs of the trees 
groaned as the wind brushed them 
together, and she felt the moisture 

of a fog creeping up from the nearby 
swamp. She paused at the foot of the 
crumbling sidewalk by the sagging 
porch, her mouth dry with the taste 
of fear. 

“| don’t want to go,” she had told 
her mother just moments before. 
“That house is creepy.” 

Mrs. Hoff had laughed. “It’s just old 
and run-down, that’s all. We're lucky 
that a good music teacher lives this 
close to us, so far from town. When 
we moved here, | was afraid you’d 


have to give up 
your piano lessons. 
But your Aunt Jenny 
says Miss Sizemore is an 
excellent music teacher.” 

“| don’t like her, either,” Kelly 
blurted. 

“You don’t know anything about 
her,” Mrs. Hoff had answered. 

But Kelly felt she knew enough. 
A few days earlier, when she and 
her mother had first visited the 
piano teacher, Kelly had decided 
that Miss Sizemore had exactly the 
right name. “She sighs more than 
anybody | ever saw,” she had told 
her mother at they walked the long 
block back home. 

“Well, yes, she does sigh a lot,” 
Mrs. Hoff had admitted. “But it might 
be because she’s short of breath. 
| don’t think she’s well.” 

“She hardly even spoke to me,” 
Kelly complained. 
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der Adey 


“Maybe she doesn’t know what to 
say. She never had children of her 
own. Music has been her whole life. 
After you’ve taken lessons for a while, 
she'll open up a bit. Your Aunt Jenny 
says Miss Sizemore thinks of her 
students as her children.” 

Kelly shrugged, remembering how 
the old lady had spoken to 
her mother rather to her 
as they had left. “I'll want 
to hear Kelly play. Can | 
expect her on Friday 
evening at seven o'clock? 
After | know her level, | 
can work out a 
schedule that suits 
us both.” 

So now here she was, staring up at 
the old house with her palms sweating 
and her heart racing. Kelly clutched 
her music books closer to her chest 
and marveled that dusk had fallen so 
rapidly. The sky was almost black. She 
yearned to whirl around and run back 
home, but she knew her mother would 
never understand. Slowly, she moved 
toward the crumbling cement steps. 

The front door creaked open as she 
stepped onto the porch. “Come in,” 
Miss Sizemore said. “I’ve been waiting 
for you.” 

Now, without her mother at her 
side, Kelly thought the huge parlor 
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looked even scarier. Long velvet 
drapes sucked up any trace of light 
from outside. Two lamps emitted a 
dim glow only strong enough to dart 
shadows around the gloomy room. 
A startled stuffed owl stared at her 
as she fumbled with her sweater. 

Miss Sizemore looked more 

frightening now, too. 

She was dressed all in 

black and her iron-gray 
hair was drawn back into 
a tight knot. Her face was 
pale and her eyes had a 
distant look. “You might 
want to leave your sweater 
on,” she said. “I’ve noticed 

that it’s getting cool in here. 

Winter is on the way.” 

Then Kelly noticed the chill in the 
dark room. A cold draft billowed out 
from the open fireplace. The people 
in the pictures on the mantel had 
faces that seemed to be lined with 
disapproval at the temperature, even 
though they were warmly dressed in 
long coats with high fur collars. 

The antique furniture seemed to be 
huddling together, claw feet extended, 
as though ready to spring off to 
warmer places. The fringes on the old 
lamp shades shuddered and fluttered. 
Kelly glanced at the grand piano. 

At least that seemed safe and warm. 
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Miss Sizemore moved toward it. 
“We don’t have much time,” she 
mumbled. “I want you to listen to 
something.” She gestured Kelly into a 
chair, and she settled herself on the 
piano bench. 

Kelly perched on the edge of the 
ancient brown chair, feeling the 
scratchy fabric prickle her skin even 
through her jeans. Her throat felt so 
tight she could scarcely breathe. 

She knew that when Miss Sizemore 
played, the music would be as somber 
and dull as the woman. 

But she was mistaken. Miss 
Sizemore played a light, airy melody, 
her long fingers racing up and down 
the keyboard, tripping over keys 
the way a butterfly wings through 
a garden. Then the sound suddenly 
stopped. “Do you like it?” 

When Kelly nodded, she stood up. 
“Pay strict attention when you hear it 
again. Now off with you.” 

Confused, Kelly rose. “But don’t 
you want to hear me play?” 

“There’s no time.” The woman 
urged her out the door, her hand 
surprisingly light on Kelly’s shoulder. 
“Run along now.” 

Kelly glanced at her watch when 
she stepped outside. Only moments 
had passed since she had gone into 
the cold, dark house, but she felt as 
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though she had been there for an 
eternity. The memory of that rippling 
song echoed through her mind. Surely 
Miss Sizemore had played it over and 
over, etching a groove directly into 
her brain. But Kelly’s watch said there 
hadn't been time for that. 

When she arrived home, her cousin 
Cathy was standing in the warm 
kitchen feeding Alex. Her brother 
waved a chubby fist at her as he 
continued to eat. “You’re back early!” 
Cathy said. “Your mom called me to 
babysit while she went to pick up your 
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dad. They’re going to.a movie later.” - 
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Want something to eat?” 

Kelly shook her head. “I don’t 
feel so good. Think I'll just go 
upstairs to bed.” 

“OK. I'll be sleeping down here in 
the bed in Alex’s room. Let me know 
if you need anything.” 

As Kelly climbed the steep stairway 
to her attic room, the melody from 
Miss Sizemore’s song danced through 
her brain. She had a vivid memory of 
the tune, and she had a clear vision of 
Miss Sizemore’s arthritic fingers racing 
up and down the keyboard, but now 
she could hardly recall seeing the 


dsr Adey 


woman herself. Thinking about the old 
house made her head ache. When she 
fell into bed, she threw a pillow over 
her face, trying to smother all thoughts 
about the strange house and song. 

But suddenly the melody grew 
louder, so loud that Kelly 
bolted awake and in an 
instant of horror and 
confusion saw that she was 
no longer in her bed. She 
was standing halfway down 
the steep staircase, almost 
teetering in midair while the 
music swirled around her. 
At the last possible second, 
she grabbed at the banister 
and kept herself from falling, but 
the momentum sent one foot 
swinging forward to the next step. 

Her toes collided with something 
solid, sending it clattering and banging 
down the staircase. 

“Kelly!” Almost instantly, Mrs. 
Hoff’s frantic voice rang out from the 
bedroom just below. The overhead 
light flashed on. “Are you all right?” 
she screamed. She jumped over Alex’s 
huge pull toy at the foot of the stairs 
and lunged toward Kelly. “What 
happened?” 

Kelly was hanging on to the banister 
so tightly her fingers hurt. Her chest 
ached, too, for she had forgotten to 
breathe. She had come so close to 
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tripping over Alex’s toy that she felt 
weak with horror. “I might have been 
killed!” she thought. “It might have been 
me that went crashing down the stairs!” 

Now her father was hurrying 
toward them. “Were you 
sleepwalking again? What fell? 
Are you OK?” 

“She’s all right, thank 
goodness!” Mrs. Hoff 
gestured below just as 

Cathy came running from 
Alex’s room. “But she 
might have tripped over 
that and fallen in her sleep.” 
“Oh my gosh! Oh my gosh!” 
Cathy grabbed the huge wooden toy 
at the bottom of the stairs. “It’s Alex’s 
cat! He pulled it all over the house. | 
put it on the stairs myself, thinking I'd 
put it away after he went to bed. But 
| forgot! I’m sorry! You told me how 
Kelly walks in her sleep sometimes. 
| knew stuff shouldn’t be left on 
those stairs. Are you OK, Kelly? 
Are you OK?” 

Kelly took a deep breath. “I woke 
up in time. | heard the music before 
| got close enough to trip.” 

Three surprised faces stared at her. 
“Music? What music?” 

“Someone was playing the piano. 
Really loud.” 

“But nobody could have done that,” 
Cathy said. “The piano is right outside 
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Alex’s room. | didn’t hear any music. “That’s probably it,” Mrs. Hoff 
We were all asleep, Kelly. No one was __ interrupted. She turned to Kelly. “You 
playing the piano.” must have gone to Miss Sizemore’s 
“But | heard it! Someone—” house and found nobody home. 
“You must have been dreaming.” No wonder you were upset. But I’m 
Mr. Hoff looked at his wife. “Maybe so sorry, honey. Dad and | saw one of 
she was upset tonight because—” her neighbors at the movies. She told 


us Miss Sizemore died earlier tonight.” 
A swirling dizziness whirled 
through Kelly’s thoughts. She 
staggered against the stairway 
wall. “Died! But that can’t 
be! |[—” 

“| know it seems hard 
to believe, honey, but 
it's true. She was 
quite old, you 
know, and she 
hadn’t been well 
for years. Her 
nephew 
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took her to the hospital late in the 
afternoon. She had a heart attack and 
died around seven o'clock.” 

Kelly hardly remembered 
anything more that was 
said. Soon she was fe 
back in bed again, and 4 
this time her brain §& 
was free of the racing 
melody. But her mind 
drew images of her visit to the old 
house. Miss Sizemore had been there, 
but she couldn’t have been there if 
she lay dying at the hospital at that 
same time. Kelly squirmed under her 
quilt. Could she have imagined the 
whole visit? Could she have knocked 
on the door, found no one home 
and then left? 

No. She had sensed something 
unworldly about the old lady, though. 
She recalled the strange look in her 
eyes, the peculiar light touch of her 
hand. Time in that house had seemed 
out of kilter, too. 

And what about that song? Miss 
Sizemore had told her to listen for it. 
And because she had listened, she had 
awakened and saved herself from a 
bad fall. Kelly squeezed her eyes shut, 
trying to remember the exact melody 
of that song, but she couldn’t recall it, 
couldn’t remember anything at all. 
Exhausted and saddened, she fell into 
a deep sleep. 


Once again she awakened to hear 
the same notes. But this time she 


was Safely in bed and bright 
‘ sunlight was streaming 
through her windows. 
Quickly, she hurried 
down the stairs. Cathy 
was sitting at the piano, 
her fingers flitting over the 
keys. It was Miss Sizemore’s song! 

“What are you playing?” Kelly cried, 
hurrying closer to the piano. 

“Oh, it’s just a song | learned from 
Miss Sizemore years ago. | took 
lessons from her, you know, but this is 
the only piece | remember. Guess | 
thought of it because | know she’s dead 
now, and soon she'll be forgotten.” 

Eagerly, Kelly grabbed her cousin’s 
arm and shouted, “What’s the name 
of it?” 

“Dance of the Cat,’”’ Cathy 
answered, and Kelly gasped as a great 
understanding flooded over her. Cathy 
stared at her. “What’s the matter? 
Why’s the song so important?” 

“Because,” Kelly told her. “Just 
because.” Feeling suddenly light and 
happy, she plopped down on the piano 
bench beside her cousin. “Teach me to 
play it, will you? And, Cathy, just so 
you'll always know, Miss Sizemore may 
be gone, but she'll never be forgotten. 
Not by me, anyway!” 
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Video gaifi 


Players: One 
Systems: 
Windows and Macintosh 
IWiissiom: Solve puzzles 
to find Merlin the Magician. 


All Arthur had to do was 

pull a sword from a stone to 

get to Merlin. You have to outwit demons, decode secret messages, 

reassemble scattered bones, and decipher swamp sounds to collect enough 
magic charms to get to the wizard’s secret cave. There, you'll witness an 

\. earthshaking final battle with a trio of monsters. The animation is as good 
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E: % 
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a as anything on Saturday morning. Best of all, there are no commercials. 
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@ vcccccccccccccccecs : 
aa Players: One : 
i System: DOS .°- 
om, eee 
= Wiissiiorma: Uncover : 
> the secrets of an alien ] 
tae | 
archaeological site. : 
=< F i 
ome Think of it as Indiana Jones \ vw 
preet meets E.T. Mythmasters SL 
yee George Lucas and Steven Spielberg have teamed up to create The Dig. In this 
c, new adventure game, you're stranded on an alien planet with some strange 
c’> artifacts. There’s an ancient underground city, a wrecked alien spaceship, and 
crea” 
tee lots of clues to dig up and examine. There’s no telling what you must do to 
an survive. You might even have to battle one of your own crew members. 
Stn And this time, there’s no phoning home. —John Cade 
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DISNEY’S TOY STORY ipo 
@ orcccccccccccrccces 
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Players: One ° “ie 

a | 

Systems: eo a 

Super NES and Genesis Wn 


a 
ae | 
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IWiissiom: Help Woody 
run, jump, duck, lasso and 
drive his way home after 
adventures with Buzz in the 
outside world. = 
Levels: 19 | > 
Difficulty: Brainer a 
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Groot 


This adventure features large 3-D characters, different game-play challenges, 
and music from the movie. When you’re going up the Claw Machine, after the 
first Continue Flag, move to the left. You'll find a secret area behind the falling 
quarters that leads to an extra life. ln Level One, there’s an extra life up and to 
the left. First, work your way to the right, past the baby monitor that you drop 
on the army men, then travel up and to the left (above the starting position). 


CRONO TRIGGER 


@ occcccccccccccrccees Vane 0 25> ty eee 
: Sorcerer i $00:30 
Players: One : : : 
Systermn: Super NES .. call 


IWiissiom: Helpa lad 
named Crono save the world. 


Worlds: Cc 
Seven time zones Lil 
Difficulty: Cy 
Major brainer 

a 
At the Millennial Fair, help the young girl find her cat, and don’t steal anyone’s i) 
food.When Crono crashes into Marle, make sure she’s OK first, then return Lil 
her magical necklace. To destroy the robotic Dragon Tank, replenish your — 
Hit Points (HP) and Magic Points (MP) before the battle, then keep launching = 
attacks at the creature’s head. When the head is destroyed, begin attacking ; “on 
the wheel, then complete your assault on the Dragon Tank’s body. Use Sef 
Cyclone or Slash fighting moves. The Guardian Bit is a tough boss to beat. © 
Begin by attacking the smaller machines, one at a time, then concentrate on Lil 
the Guardian Bit itself. During long battles, take advantage of Marle’s Aura to O 
heal everyone in your group. —Jason R. Rich > 
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Ando’ the’ Gio’ 1¢ Color be cone. 


“They” being all those bone-head, pencil-necked, I-guess-you re-not-as- 
smart-as-you-look techno geeks who said there's no way to get next-gen 
graphics, humongous characters, and a mind-blowing variety of game play 
all on a 16-bit system. Well, maybe “they” should try this on for size. 


‘Disneys 
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INTE 
ACTIVE 


For Sega™ Genesis™ and Super NES® om 


© The Walt Disney Company. Sega and Genesis are trademarks of Sega Enterprises, Ltd. Nintendo and Super NES are trademarks of Nintendo of America Inc. 
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Can you recognize 
these common items 
this close up? Try to 
figure out what they 
are, and put your 
answers in the boxes. 


See answers on page 94. 


Find the names of the pro sports teams 
and sport stuff listed below. Words may 
be written forward or backward and 
horizontally, vertically or diagonally. Put 
the letters left over in the blanks below 
to discover the name of a fave player. 
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Fok io EF WR Se ee 
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Re 620 26.. PSY. Al Et UB OO 
BRT Sr eR Db RR St k= A 
ASTROS BULLS JAZZ RAMS 
BALL CELTICS JETS REDS 

BAT COLTS KINGS ROCKETS 
BEARS DEVILS LAKERS SABRE 

BLACKHAWKS DOLPHINS LIONS SAFE 

BLUEJAYS EAGLES MARINERS SPURS 
BLUES EXPOS MAVERICKS SUNS 
BREWERS FLAMES NETS TWINS 
BROWNS GIANTS PACERS WARRIORS 
BUCKS HOOP PHILLIES WINGS (Red) 
BULLETS ISLANDERS PUCK 
set ae a ae ee ee a as es N 


See answers on page 94. 
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T GRAND Prile: a trip to the 


filming of The Mask II on location. 


10 FIRST Pris: the mask 


We a Super Nintendo video games. 
Disney Adventures 


P.O. Box 863 5>OQ SECOND Prizes: The 


New ook NY 10113-0863 Mask baseball caps. 


PHONE 
_ BIRTH DATE 


Official Mules 
No Purchase Necessary. Must be ages 7-14 to enter. 

1. On an official entry form or on a plain piece of 3” x 5” paper, hand print your complete name, address (including zip code), birth date and daytime 
telephone number (including area code). 2. Mail your completed entry to The Maskrm Il Sweepstakes/DisNey Apventures, P.O. Box 863, New York, NY 
10113-0863. Entries must be postmarked by January 12, 1996. Not responsible for lost, misdirected, illegible, or late entries or mail. Enter as often as 
you wish; limit one entry per envelope. No mechanically reproduced entries permitted. Entries become the property of Disney Magazine Publishing, Inc. 
and will not be returned. 3. Winners will be selected in a random drawing on or about February 1, 1996, from all eligible entries received. 

4, Sweepstakes open to residents of the U.S. (excluding its commonwealth territories and military bases) who, as of January 12, 1996, are ages 7-14. 
Employees of Disney Magazine Publishing, Inc., its parent and affiliated companies, its advertising and promotion agencies, and the families of each are 
not eligible. Void in Puerto Rico and where prohibited by law. All federal, state and local laws and regulations apply. The odds of winning depend upon 
the number of eligible entries received. 5. Prize winners will be notified by mail on or about February 28, 1996. Winner's parents/legal guardians are 
required to verify address and execute an affidavit of eligibility/release within 10 days of notification attempt or prize will be forfeited se lacs 
winner selected. Travel companion of winner required to execute a liability release. Limit one prize per family/household. No transfer or substitution is 
allowed except at the sole discretion of the sponsor, who may substitute prizes of equal or greater value. At federal, state and local taxes on prizes are 
the sole responsibility of winner’s parent/legal guardian. Acceptance of prize offered constitutes permission to use winner’s name and/or likeness for 
advertising, trade purposes and promotional use without further compensation. All prizes will be awarded. 6. PRIZES: GRAND PRIZE (1): A 3-day/2- 
night trip ee two (2) persons to the set of The Mask II (exact dates and location to be determined according to the film’s shooting schedule), including 
round-trip coach air transportation to/from the major airport closest to winner’s home, hotel accommodations (1 room), use of a rental car for 3 days, 
and a total daily allowance of $150/per day. Travel dates are subject to availability, and winner agrees to travel on the dates specified by sponsor. 
Any other expenses or charges not listed will be the sole reiciceealty of winner and guest. Grand prize valued at approximately $3,000. FIRST PRIZES 
(10): The Mask Super Nintendo-video game (approx. retail value of each game: $64.95). SECOND PRIZES (50) The Mask besa caps (approx. retail 
value of each cap: $5.95). 7. For the names of winners (after February 1, 1996) and/or sweepstakes rules, send a self-addressed, stamped envelope to 
DisNey AbveNTuRrES, The Mask Il Sweepstakes Rules/Winners, 114 Fifth Avenue, New York, NY 10011-5690. Washington and Vermont residents may 


omit postage. Promotion runs from December 12, 1995 to January 12, 1996. 


©1995 New Line Productions, Inc. All rights reserved. ©The Maskrm and related characters are trademarks of New Line Productions, Inc. 
Black Pearl Software is a trademark of TeHQ, Inc. ©1995 T*HQ, Inc. 
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<> Em sale at newsstands everywhere JANUARY 2) 


Wir. Adventure survives 
the Olympic luge run, 
and figure skating 
gold-medalist 


Brian Boitano 
checks in 
with Sports 


39S o1Aocur ev uo of Ayony 


to solve a baffling ‘toon 


Can’t get enough of Stanley 
Ipkiss? First, The Mask was a 
movie, then a video game... 
now it’s a cartoon! D.A. goes 
behind the scenes of **The 
Mask” cartoon. All this 
and more in our next 
great issue of D.A:! 


("BIUPY] Z09pany,, ur 4zo3sAuz 


you fe The Magic ‘School B 
& to Lge one ge Sever -excitin: 


ae ( All your favorite Magic — 
Click here to =—'|_ School Bus characters, like 
perform cool = | Ms. Frizzle and Carlos, join 

science —— : you ¢ on each eaventure. : 


class Report 


on 
corai Reef 


D) Click here to 2 
Click here to view special ‘ 
go outside reports on ; 

and explore the ocean and Draw a line 


the ocean. see real video 
i clips of ocean life. 


connecting the deep 
sea creature on the 
left with its Gigantactis 
Glow-in-the-dark (‘ea : 
marking on 
the right. 
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Viper Fish 
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© 1995 Scholastic Inc. Based on the Magic School Bus series. © Joanna Cole and Bruce Degen. 
All Rights Reserved. © Microsoft Corporation. All Rights Reserved. Microsoft is a trademark of 


- Microsoft Corporation. Scholastic and The Magic School Bus and logos are trademarks of 
: Scholastic Inc, in the United States and/or other Countries. 


What are you 
doing in there? 


Up by six. Third down. Five to go. Two 
minutes remaining. 
This is a game of numbers. And they 


could add up to your very own Super SANCTUARY 
Bowl ring. wooDs 


NFL™ Math on CD-ROM or floppy. It’s 1-800-943-3664 
how you play the game that counts. http://www. sanctuary.com 


© 1995 Sanctuary Woods Multimedia. All rights reserved. Officially licensed product of NFL Players, Inc. NFL and the NFL Shield logo are registered trademarks of the National Football League. The NFL team names, nicknames, 
logos, helmet designs and uniform designs are registered trademarks of the team indicated. Sanctuary Woods is a registered trademark and the Sanctuary Woods tree logo is a trademark of Sanctuary Woods Multimedia. 


